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challenges the skill and 
imagination of every player at 
every level of skill. 

Imagine yourself the pilot, 
the pilot’s control stick in your 
grasp. You attack the enemy “ 
fortress—climbing, diving, 
strafing to score points and 
extra fuel. The enemy fights 
back with a barrage of 
missiles and gunfire. Then 
you face a fleet of enemy 
fighters in a gripping dogfight 
of altitude strategy and flying 
skill. Survive this battle and 
the enemy’s fortress 


The game that puts 
space games in 
perspective. 

Zaxxon technology and 
creativity present a 3- 
dimensional-like playfield 
which sets Zaxxon apart-and 
makes Zaxxon the first of a 
new generation of video 
games. 

An authentic fighter control 
stick brings fantastic new 
realism to Zaxxon game play. 
Up, down, bank right, bank 
left—the player uses the 
control stick to maneuver his 
space ship just like a real 
fighter pilot. 

From the daring attack on 
the enemy’s floating fortress 
and the blazing battle against 
the enemy’s fighter fleet to 
the final showdown with the 
deadly armored robot, Zaxxon 


defended with laser barriers, 
then you’ve earned the 
ultimate challenge: a blazing 
confrontation with the 
powerful robot, armed with a 
^ lethal homing missile. 

Zaxxon is the one game 
that you must see to believe. 
You have to play it to feel its 
impact. When you do you’ll 
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BETSON BRINGS YOU 
THE BEST OF 
BOTH WORLDS! 


BUY FROM 
THE BEST! 
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UP FRONT 


Problems, problems, problems! How many times have 
you heard that little phrase? More times than you would 
caretocount, I'm sure. Butthe problem (pun intended) is 
thatwe'vebeen hearingitalotlately. I guessit'sjustasign 
of the times. The bigger you get, the bigger your problems 
become. 

And that's just as true with this industry as it is with 
anything else. The industry has gotten a lot bigger and so 
has its problems. But I'm tired oftalkingabout problems. I 
think by now, just about everybody out there knows the 
problemsthat weasan industry are faced with. And I also 
thinkthat, for the most part, all of these problems are be¬ 
ing dealt with to one degree or another rather successfu I- 
ly, and, like all problems, will eventually be solved. 

As always, Play Meter stands ready to do whatever 
possible to help solve industry problems. But let's put our 
problems on the back burner for a moment, and ask 
ourselves the question, "What is it that really makes this 
industry tick?" One thousand people may give 1000 dif¬ 
ferent answers, but when you get right down to it, it's the 
games themselves that make this industry tick. Not long 
ago, it was pinball. Today, it's video. But not your run-of- 
the-mill pinball or video. What I'm talking about here are 
great pin balls and videos. We all know there's a dif¬ 
ference, and we can all rattle off the names of all the past 
great pin balls and videos. It's truly incredible the tremen¬ 
dous effect a great game can have on this industry. 

Just lookattheimpact Pac-Man hasmadeon America. 
Almost everywhere you look, you see something with 
Pac-Man associated with it — clothes, accessories, toys, 
etc. The point here isthat Pac-Man was a truly great game. 
And what this industry thrives on and needs desperately 
are more great games and fewer stiffs. 

Ithinkthatif I wereamanufacturer, I would ratherbuild 
100,000 of one particular game than 10,000 often dif¬ 
ferent games. With all the talent that it takes to develop 
ten games, that same amount of talent could be used to 
develop one truly great game. And just think of the 
manufacturing costs that would be saved by not havingto 
gear up for ten different games during the year. 

That all soundsgoodand looks good on paper, but if it's 
all that simple, why are there so many manufacturers 
coming out with so many different games? The apparent 
reason is that nobody knows beforehand whether or not 
a particular game is going to be a winner or loser. 

Too many manufacturers spend too much time, 
money, and effort trying to develop new games on old 
ideas. In this sense, all they're doing is legally copying 
somebody else's idea. And every now and then, they will 
come up with a winner. But more often than not, all they 
end up with is another loser. 

What manufacturers need to do is seek out new ideas 


and create innovative games that setthe pace, not follow 
it. It seems like every time somebody comes up with a tru¬ 
ly great game, everybody else jumps on the bandwagon 
and comes up with a version of their own. All this leads to 
is market saturation and boredom at the player level with 
too many games of the same type everywhere. 

I've seen the things that can be done on a video 
monitor. The technology is there. The visual effects that 
can now be created on CRT are almost beyond one's im¬ 
agination. The video games of the future will most cer¬ 
tainly be a far cry from the games we have today. The 
question is, howfaroffarethesegamesofthefuture?One 
thing is for certain. The less time manufacturers spend 
chasing old ideas, the sooner that day will come. Let's 
hope we don't have to wait too long. Let's get ticking! 





8.000 SQ. FT. SHOWROOM DISPLAYS. 

ALL CURRENT EQUIPMENT FROM LEADING FACTORIES. 

WHEN YOU CAN'T FIND WHAT YOU'RE LOOKING FOR. 

YOU HAVEN'T CALLED BENSAR. 
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ALSO A FULL ARCADE COORDINATING DEPARTMENT 

Helps in all areas of game selection, room decor and management & technical training. 









OVER 100 ITEMS IN STOCK! 
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We represent 
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NORTH AMERICAN AMUSEMENT (Formerly: Thomas Leon's Kiddie Rides America) 524-2nd St. Rock Island, IL 61201 


Letters to 
the editor... 



Model ordinances 


Being closely attached to the coin 
machine industry, I have been interested in 
the question or problem of regulation of 
game rooms, particularly by local munici¬ 
palities, through licensing or other means. 

I have read the articles which appear in 
Play Meter from time to time. 

Many people, either as concerned 
citizens, people involved in local govern¬ 
ment, or merely for conversation, have 
asked me what type of regulation would be 
reasonable and acceptable. Although I 
have attempted to answer the questions, I 
have really been somewhat stumped when 
they have asked for an example of a model 
ordinance. 

Many cities have passed ordinances and 
people in the industry have been quick to 
criticize those which are offensive but, to 
my knowledge, nobody has proposed an 
alternate acceptable ordinance. To a 
certain extent, cities which pass ordinances 
intending to regulate the business have 
made them offensive or confiscatory 
inadvertently, not having sufficient input 
as to what might be accepted. (Obviously, 
to a certain extent, some of the ordinances 
have been designed to be sufficiently offen¬ 
sive to make the operation of a game room 
difficult or impractical, too.) 

If you have any examples of ordinances 
which are reasonable and acceptable for 
the purpose of regulating the business 
while not destroying it, I would appreciate 
it if you might supply copies to me. I think, 
on a nationwide basis, it would make more 
sense for people in the industry to scream 
less after offensive legislation was passed 
by cooperating with city councils before 
such ordinances are adopted and pro¬ 
viding those legislative bodies with a model 
ordinance under whose terms the business 
can survive while all interested parties are 
reasonably satisfied. 

Name withheld upon request 

[Ed. Note: A number of groups have been 
developing model ordinances. Among 
them are the Amusement Device Manufac¬ 
turers Association and the Ohio Music and 
Amusement Association. Fm sure any one 


of these organizations would be more than 
willing to share their information with 
anyone who needs it. 

We would also like to encourage any 
others who have been successful in dealing 
with local ordinances to share their ex¬ 
periences with our readers. Too many peo¬ 
ple look on such problems as local prob¬ 
lems, but in reality, they are industry prob¬ 
lems that we must solve. If operators faced 
with regulation problems can see how 
others have successfully dealt with similar 
problems, the better off they and the in¬ 
dustry will be. 

Local problems are everywhere. And as 
such, are not really local problems, but na¬ 


tional problems. On this one, we all need to 
work together.] 

Kudos to Welu 

He did it again!...and I compliment Dick 
Welu’s unerring accuracy in choosing the 
real video game “winner” (see Play Meter , 
June 1, 1982 isue). 

As always, his article was thoroughly 
enjoyed. 

Fred Skor 
World Wide Distributors Inc. 

Chicago, Illinois 

P.S. I, too, used to think I understood this 
business. 
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St. Louis, Missouri 63103 
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CASINO SLOT & GAMING COINS 


Phone or write for catalog A samples 
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Home Study Electronics Course Now Available jj 
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Electronic Institute of Brooklyn announces its complete classroom course for the Video Game Repair 
Industry is now available on video tape for home study. This includes all material necessary for 
hands-on troubleshooting work. If you re worried about not having a V.T.R., we’ll rent you one for the 
length of the course. 

Also available to home study students is a free Hot Line to the instructor. 

Our course covers the following: 


Course Description: 

1. Basic Electronic Theory 

2. TTL Logic 

3. Power Supply (Theory & Repair) 

4. Monitor Theory & Repair (B&W, X-Y, Color) 

5. Using a digital meter 


6. Using a Logic Probe 

7. Soldering techniques on double sided boards 

8. Microprocessor and memory theory 

9. Electronic Pinball troubleshooting and repair 

10. Video Game troubleshooting and repair 

11. Reading & Understanding Schematics 


For more information, oall collect i 

(in NY State) 212/377-0369 J 

(out of State) call Toll Free: 1-800-221-0834 • or write $ 

Our classroom schedule for evening Classes (5 weeks): * 

Monday, Wednesday, Thursday — 7 p.m.—11 p.m. • call for next starting date i 

SUdAom SnMuU o{ 'Bmkltfti j 

4801 Avenue N (corner E. 48th St.), Brooklyn, NY 11234 $ 

★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★It 
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BAY • GOVERNOR VS. MAYOR • “PAY IT,” AMOA SAYS • VANCOUVER BANS MINORS • A.G.E SUCCUMBS • 
PIZZA TIME, SHOWBIZ SETTLE DISPUTE • K.C. TO CHASE AGAIN • ENGLAND CONSIDERS COPYRIGHT • 
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GETTING SPECIAL CARE • TORNADO TABLES TWO • 7 ELEVEN CROWNS CHAMPION 


MUNICIPAL 

ORDINANCES 

ILLEGAL 

Millie McCarthy, president of the New 
York State Coin Machine Association, 
said that local ordinances throughout New 
York that impose excessive taxes on video 
games are illegal. 

According to McCarthy, state law pro¬ 
hibits more than a S25 levy per machine. 
That high-end figure is allowable only to 
large municipalities, she told Play Meter. 
Smaller towns are restricted to even lower 
taxation per machine, she said. 

“We are seeing some taxes as high as 
$250 per machine.” 

McCarthy also said that several ordi¬ 
nances in New York and elsewhere are 
illegal because they call for licensing fees 
that would bring in more than their admin¬ 
istrative costs. 

McCarthy vowed to fight local munici¬ 
palities after the state legislature finishes 
deciding on her proposal for licensing 
operators. She is currently in a battle to get 
legislation passed that would license oper¬ 
ators according to the number of machines 
they own. No operator would pay more 
than $1,000 under the McCarthy plan. 
That assessment would be leveled against 
operators of 300 and more games. 

McCarthy claimed her bill—she has 
been trying to get a version of this bill 
passed into state law since 1965—would 
allow the state to regulate the coin-op 
industry without strangling it. 

“I am totally opposed to licensing per 
machine,” she offered. “It’s too much 
trouble, and it won’t solve the problem of 
illegal operations.” 

McCarthy believes her concept for 
licensing will enable the state to keep tabs 
on the people in the industry, rather than 
trying to keep track of thousands of pieces 
of shifting equipment. She also believes 
that if the state can regulate the coin-op 
industry in this manner, it will be an 


answer to local communities who now 
offer their own brand of ordinances behind 
the contention that there is no current 
control over coin-ops. 

McCarthy’s bill, although it has been 
ignored for 17 previous sessions, is being 
given added consideration this year. The 
massive influx of games and operators has 
brought a need for the state to regulate, in 
some fashion, the coin-op crowd; and, 
there is better organization of those busi¬ 
ness people affected by the games. 

“We’re even getting support from the 
bar owners this time,” McCarthy said. 
“We’re all together like a family.” 

Perhaps some of the interest evolved 
when the New York Assembly decided to 
consider a bill that would require operators 
to pay a 25 percent gross receipts tax on 
collections. That proposal was whittled 
down to 7 percent before it passed the 
Assembly and is reportedly dead on the 
Senate floor. • 


“GOODWILL 

GESTURES” 

AT NAMCO 

Atari and Bally have made equity invest¬ 
ments in Namco Ltd., but officials at 
Namco-America in Sunnyvale, California, 
said that doesn’t mean either of the video 
giants will exercise any type of control over 
Namco. 

Namco executives called the investments 
“goodwill gestures,” and said they are 
intended to bring the companies closer 
together in their licensing relationships. 

Namco has recently taken up production 
in the United States. (See Play Meter , June 
15, p. 26). But, according to Joanne 
Anderson of Namco, the firm is in no posi¬ 
tion to manufacture on a large scale. 
Hence, licensing agreements with bigger 
companies like Atari and Bally will 
continue. 

“Our company is basically divided into 


two divisions here,” Anderson explained. 
“The legal branch handles licensing while 
general operations takes care of produc¬ 
tion and marketing. The two most often 
stay separate.” 

Anderson noted that licensing has 
meant big business. Just the Pac-Man 


ONE FOR ALL AND 
ALL FOR ONE 



character alone, licensed to Midway Mfg., 
has been sub-licensed to more than 400 
retailers. Keeping the dollars spent on 
various forms of Pae-Man in mind, it is 
easy to understand why companies like 
Atari and Bally are interested in main¬ 
taining a close relationship with the firm 
that brought the game to the marketplace. 

The Atari investment was estimated at 
$1.2 million. Bally and Namco have 
declined to release statistical information 
on the Bally equity purchase. 

“It is a very small equity interest in 
Namco,” Anderson said. “It will have no 
effect on our operations here. They will 
exercise no control over Namco opera¬ 
tions.” • 


MILLER 

THRILLER 

Thirty-one-year-old John Shuput of 
Omaha, Nebraska, captured first place and 
$25,000 in the Lite Beer $200,000 World 
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Stars of Pool Parade 


Pocket billiards specialist Gene “The Glove” Catron of Louisiana pauses before 
attempting to sink 50 balls simultaneously on four tables with one shot. Catron 
performed the trick shot exhibition prior to the national 8-ball championship in the 
Lite Beer $200,000 World Series of Tavern Pool at Caesars Palace, Las Vegas. 


(L-R) Lite All-Star Steve Mizerak; 2nd place winner of 8-ball Ernesto Dominquez 
(Silmar, California); 1st place winner John Shuput (Omaha, Nebraska); and Vice 
President of Chain Sales (at Miller) Charlie Whipple. 


Lite All-Star Steve Mizerak presents Lite World Series of Tavern Pool T-shirt to 
Gerry Cooney. Cooney was in Las Vegas to challenge World Heavyweight Boxing 
Champion Larry Holmes. 


Series of Tavern Pool by defeating Ernesto 
Dominquez, 27, of Silmar, California. 
Dominquez pocketed $10,000 for taking 
second place. 

“I was nervous until the 8-ball finally 
dropped,” said Shuput after the four-hour 
marathon match. Shuput won the first 
match five games to one. Dominquez came 
back in the second match, winning five 
games to four, but Shuput prevailed in the 
third match, five games to three. 

This national finals is the richest, 
offering $200,000 in total prize money, and 
the largest—with 55,000 people competing 
nationwide—pocket billiards tournament 
in the country. » 

“1 have been playing pool for 34 years, 
and I have never seen anything like this,” 
said Lite All-Star Steve Mizerak, tourna¬ 
ment host, billiards Hall of Famer, and 
five-time world champion. “This tourna¬ 
ment is the best thing that has happened to 
pool players in a long time. Most of the 
players here are amateurs from their 
corner taverns.” 

In the nine ball event, Mike Katsaros of 
Las Vegas won $25,000 and the first place 
trophy as he beat John Murray, 33, of 
Sanford, Maine who took home $10,000 
and the second place trophy. 

“I am going to hold onto this money for 
a few days,” Katsaros said. “I did not get 
rattled despite a miscue in the second set. I 
know the final set made him nervous.”The 
match was hard fought with Katsaros 
taking the first 5-4 with Murray bouncing 
back to win the second 5-4. But in the third, 
Katsaros came out smoking and ran away 
with it 5-2. 

“There was not one top professional in 
the final five of this nine-ball tournament 
which means anyone can win this thing,” 
Mizerak said. 

Billed as “the premier event of pool”’the 
tournament was designed to promote 
grass-roots participation at the tavern 
level. 

Valley supplied its Cougar pool tables 
for the event, and CEO Chuck Milhem was 
thrilled over the outcome. 

“We’re excited that the tournament was 
such a tremendous success and are happy 
that Miller has asked us to join them again 
for this year’s event. This year, Valley will 
be involved in the tournament from the 
planning stages, and we intend to work 
hard for increased operator involvement. 
Although Miller cannot discriminate 
between location-owned and operator- 
owned tables, we are now doubly aware of 
the importance of operator involvement 
and will actively solicit that for future 
tournaments.” 

Milhem said that Miller’s resources— 
the firm spent a reported $500,000 to stage 
the event—and its ability to draw interest 
helped guarantee the success of the 
tournament. • 
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MR. & MRS. 



PINBALL 


The Newest Member Of The PAC-MAN Family 


T.M. 




Qualify for the PAC-MAZE by accumulating a 
minimum of six moves. 


Earn more PAC-MEN. Spell P-A-C-M-A-N 
by hitting the stand-up targets behind the drop- 
targets. 

Earn PAC-MAN “Aggressive” by hitting the 
top drop-target bank three times. 

Keep an eye on the playfield digital display for... 

a) PAC-MAZE “time to beat” 

b) PAC-MAZE completions 

c) PAC-MAN moves you’ve earned 





















































SKILL SHOT 


ADDS 10 


Proven i 
Play Appeal: | 


you can play video PAC-MAN on the PAC-MAZE 
via our new VID-GRID™ feature. All the moves 
and excitement of video in the middle of our 
pinball; a game within a game! 




When you’re ready to play the PAC-MAZE 
VID-GRID™ the playfield darkens, the count¬ 
down begins and PAC-MAN is ready to go... 

Remember! The left flipper button controls 
direction and the right flipper button controls 
movement. 


PS.—A helpful hint... the saucer skill shot off the 
plunger is your fastest way to activate the 
PAC-MAZE VID-GRID™ You’ll get 10 moves and 
an Aggressive PAC-MAN. 
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Redesigned Cabinet; PAC-MAN PINBALL is housed in a contemporary, 
eye-catching cabinet that will stand out in any location. 


HSU 


PINBALL DM 




90 O'Leary Drive, Bensenville, Illinois 60106, U.S A 
Telephone: (312) 860-6400 


The operation of these games and the features 
therein may be subject to various state and local 
laws or regulations. It is not intended herein to 
solicit the sale of such games in any jurisdiction 
wherein the same may not be lawfully sold 
or operated. 
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VIDEOS BY 
THE BAY 

After several months of controversy and 
deliberation, a San Francisco video task 
force has developed a new law that will 
prevent arcades from opening in neighbor¬ 
hood shopping areas. 

The task force, appointed by Mayor 
Dianne Feinstein and chaired by Board of 
Permit Appeals President Louis Giraudo, 
produced a law that would, according to 
Giraudo, “control an industry which has 
proliferated lately and was having an effect 
on the community. 

“No one was certain what that effect 
would be,” Giraudo said, “but merchants 
were complaining about youths gathering 
in front of the places that had the games 
and nearby residents didn’t feel safe.” 

The new legislation must be approved by 
the city’s Board of Supervisors before it 
becomes law. Giraudo said he was certain 
the board would approve the proposed 
legislation. 

“We had 40 separate hearings for 
permits preceding the formation of our 
task force,” Giraudo said. “The issue was 
the subject of a great deal of controversy.” 

Giraudo pointed specifically to an ice 
cream parlor located in one of the city’s 
shopping areas that had installed three 
videos. 

“The ice cream business was not that 
good, but he had kids waiting out in the 
street to play the games,” Giraudo said. 

Five thousand petitioners asked the city 
to make the ice cream parlor remove the 
games and the city obliged. 

Under the new legislation, shopping 
areas will be off limits to arcades, but 
establishments in those areas may offer up 
to 10 games according to available floor 
space. Stores that offer at least 300 square 
feet of shopping space to their customers 
may install two games. Thereafter, an 
additional game may be added for each 500 
square feet of shopping area. 

Games in those stores must be for 
“accessory use” only, cannot be operated 
between 7 a.m. and 3 p.m. on school days, 
and must be turned off at 10 p.m. on nights 
preceding school days. The location must 
be able to control the games with one 
central on-off switch. 

Arcades will be allowed in three area of 
San Francisco: Fisherman’s Wharf, 
Market Street (San Francisco’s main 
street), and in industrial areas. 

There are several exceptions to these 
limitations. Private or public schools can 
install the games without restriction. Bars, 
bowling alleys (only two machines per 
lane), and billiard halls can add videos 
without restrictions. Tourist hotels, 
theaters, churches, hospitals and nursing 
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homes, non-profit community centers like 
the YMCA, and park and recreation play¬ 
grounds all may have games on the 
premises without restriction. In fact, “we 
encouraged installation of the games,” 
Giraudo said. 

Legal arcades will be bound by a 30 
square feet per game requirement, and no 
games at all will be allowed outside of but 
within 300 feet of a school or playground. 

Giraudo said operators led the fight for 
tough regulation inside arcades. He said 
operators were well represented at the 
hearings and on the board of nine members 
that formed the task force. Atari’s general 
counsel Karen Witte was a member of the 
force as was a representative of the San 
Francisco operator association. 

Witte told Play Meter she felt Atari’s 
participation helped get better representa¬ 
tion for industry concerns during the 
extended sessions that led to the proposed 
legislation. 

“While we would prefer that there be no 
restrictive regulations on video games,” 
Witte said in a prepared statement, “we 
always appreciate the opportunity to offer 
an industry perspective to city council 
groups. 

“In San Francisco, one of the major 
issues was game placement and quantity. A 
secondary issue was the establishment of 
appropriate standards for supervision over 
the premises. A great deal of effort was 
spent in addressing these concerns in the 
ordinance. 

“We feel the proposed ordinance better 
represents the industry concerns as a result 
of Atari’s participation. However, as with 
any committee decision, the proposal 
represents a compromise of interest and 
therefore does not reflect 100 percent of 
any one viewpoint.” • 


GOVERNOR 

VS 

MAYOR 

“It’s the worst piece of demagoguery 
you’ve ever seen.” 

That’s how Ira Zaleznik, attorney for the 
Coin Machine Industries Association of 
New England, described the battle between 
two licensing boards in the city of Boston 
over which board has the right to collect 
fees from amusement operators. 

Mayor Kevin White took the offense in 
May when he instructed Joanne Prevost, 
licensing commissioner, to enact a mora¬ 
torium on issuing game licenses in Boston. 
The moratorium was scheduled to last 
about 45 days, the time the board takes to 
grant an application, thereby rendering the 


Immediate 

Delivery 

on 

Nintendo/Donkey Kong 
Venture Line/Looping 
Gremlin/Turbo (cpt) 
Gremlin/Zaxxon 
Midway/Ms. Pac-Man 
Williams/Robotron 
Atari/Dig-Dug 
coming soon: 

Tron • Kangaroo 


From 

CENTRAL 

the prompt 
delivery people 

Representing all major 
manufacturers 
We have the best recon¬ 
ditioned games in the 
country—no brag, just 
fact. 


CENTRAL 

DISTRIBUTING CO. 

3814 Farnam St. 
Omaha, Nebraska 68131 

402/553-5300 j 

“Our prompt delivery 
really sets us apart.” 
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moratorium useless. 

In attempting to provide rationale for 
greater control over the coin-op amuse¬ 
ment industry in Boston, the mayor’s 
commissioner cried out against the pro¬ 
liferation of games in the city, estimating 
the video population at 4,000. 

Zaleznik denied that figure, saying his 
estimates and those of the association are 
that there are about half that many games 
in the city. 

Zaleznik said a reporter for the Boston 
Globe wrote that the moratorium was 
intended to pave the way for White to put 
pressure on businesses profiting from the 
games for political contributions. 

The governor’s appointed city licensing 
board contends it is their right to license 
the games, which they currently do at $140 
per machine. That agency has filed suit 
against the city over the issue. 

Meanwhile, operators must grapple with 
the hardships of the double imposition 
of governmental agencies. Some are even 
paying the mayor’s board a $70 per 
machine fee in addition to the fee they have 
already paid to the governor’s agency. 

Additionally, the agencies, in providing 
justification for the collection of such high 
fees, are administering licensing duties 
with abandon. Mayor White has sought 
the aid of the city’s building inspector to 
further regulate the games. That agency 
was quick to reclassify any premises 
housing even one game as a “recreational 
center conducted for profit.” The building 
inspector then decided that such centers 


could only be located in specific zones in 
the city. Centers outside those zones must 
obtain special zoning approval. 

Zaleznik said the video game industry is 
being used as a political football because 
“you can only gain votes by opposing the 
games in Boston.” • 


“PAY IT,” 

AM0A SAYS 

The Amusement and Music Operators 
Association (AMOA) has instructed its 
members to pay the $25 jukebox license fee 
currently sought by the U.S. Copyright 
Office. 

In a press release dated June 1, AMOA 
made its official statement pertaining to 
the collection of an additional $17 jukebox 
royalties this year: 

“AMOA will be filing a petition for a 
writ of certiorari with the U.S. Supreme 
Court pertaining to the decision reached 
by the U.S. Court of Appeals for the 
Seventh Circuit. 

“If the U.S. Copyright Office notifies 
operators currently in compliance with the 
law for the additional $17 per license, 
AMOA advises its members to pay the 
additional amount. Operators are urged to 
send a letter to the Copyright Office with 
their payment indicating they are paying 



under protest and expect a refund, with 
interest, if the U.S. Supreme Court should 
overturn the decision upholding the 
legality of the fee.” 

The Copyright Royalty Tribunal’s 
decision to raise the jukebox fee was 
upheld in the appellate court on April 16. 
(See Play Meter , June 1, p. 16.) • 


VANCOUVER 
BANS MINORS 

In Vancouver, British Columbia, it’s illegal 
for minors to play video games. In fact, it’s 
illegal for minors to even be on the prem¬ 
ises where video games are part of the 
business. 

That fact was recently upheld by a 
Supreme Court justice for the province of 
British Columbia who held that two small 
business operators who included three 
video machines each as part of what they 
offered their customers could not allow 
children under 18 in their stores. 

The business owners. Hail Park and 
Song Hi Lee, petitioned the court for a 
ruling that the regulation should not apply 
to businesses that house less than four 
games and that the Vancouver City 
Council did not have the power to enforce 
such legislation. 

Allison King of Coastal Games Ltd., a 
Vancouver distributor, said that the law 
banning minors from establishments with 
coin-operated games has been in effect 
since the 1930s but was not enforced until 
this summer. 

“Right now the only opposition to the 
enforcement of the law is coming from 
individual operators. We don’t have an 
association or organization here that is 
powerful enough or organized enough to 
help,” King said. • 
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April and May were service school months at New Way Sales Co. Eight different 
service schools were held at New Way's facilities at 2050 Kipling Ave. in Rexdale, 
Ontario. The schools were conducted by the Field Service Engineers from 
Williams, Stern, Bally / Midway, Atari, Gottlieb, and Gremlin!Sega. 
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ARE VOUR VIDEO CAfflEf 
OR THE “SICK IIIT?” 

Don't let your profitable games get "laid-up" due to worn-out or broken parts. 

Let Penn-Ray be your #1 supplier for all of your rjr^ll T 

replacement part needs. \ ^y / ^L-Mx======f^ 


II 


penn-ra/ infernaNonal corporation 

1705 Winchester Road# P.O. Box 390 
Bensalem, PA 19020 


TOLL FREE IN PA TWX# 

1 - 800 - 523-8934 1 - 215 - 638-4720 510 - 667-1537 


At Penn-Ray where fine quality 
at a low price is traditional, 
this buy is 

ALMOST UNBELIEVABLE! 


PUSHBUTTON ASSEMBLIES 

ANY SIZE 
ANY COLOR 

ONLY $ .40 EACH 


A WORD TO 

THE WISE 

"To buy a game without 

the service is nothing" 


©©' 




The games experts can show you the important difference 

Exclusive Representatives for: 

Atari • Bally • Centuri • Cinematronics • Midway • Stern • Taito • Valley 
Also Representing: Deco • Exidy • Game Plan • Gremlin • U.S. Billiards • Universal 

C.A. Robinson & Co, Inc 

2891 W. Pico Boulevard • Los Angeles, CA 90006 

213/735-3001 
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A.G.E. 

SUCCUMBS 



American Game Exchange of San Diego, 
California, is finding it wiser to quit than 
fight. The firm, which has spent the last 
couple of years peddling video game busi¬ 
ness opportunities, has succumbed to legal 
and financial pressures and is filing for 
bankruptcy. 

The firm had been operating under a 
Chapter 11 bankruptcy classification that 
allowed American Game Exchange to con¬ 
tinue doing business while it set aside 
earlier debts. But now, with no hope of 
meeting its financial obligations, the firm is 
asking the court’s permission to clear its 
record via total bankruptcy and subse¬ 
quent liquidation. 

Just recently the company’s president, 
Bradford Lynn Edwards, was arrested for 
video sales fraud in California. (See Play 
Meter , July 1, p. 21.) 

Martin Debusman of Creative Business 
Enterprises in Colorado told Play Meter 
that his firm and at least two others in that 
state have invested $10,000 in the 
American Game Exchange business 
opportunity program and are waiting for 
the firm to find them locations for 
machines that they are to receive at the 
completion of that $80,000 deal. 

When Debusman discovered the bank¬ 
ruptcy proceedings, he also found out the 
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California bankruptcy court was unaware 
of the company’s Colorado investors. 

“Also, we believe the company made its 
proposals to us when it was already in 
Chapter 11, but American Game 
Exchange did not tell us that,” Debusman 
said. 

He said he thought the court would also 
find some investors in New Mexico that 
could be affected by the company’s demise 
and liquidation. • 


PIZZA TIME, 
SHOWBIZ 
SETTLE DISPUTE 


Pizza Time Theatre Inc. has reached a 
settlement in its two-and-a-half-year law¬ 
suit with Brock Hotel Corp. and ShowBiz 
Pizza Place. 

The settlement calls for the granting of a 
license to Brock and the payment by Brock 
and ShowBiz of $750,000 in a lump sum 
cash payment plus monthly percentage 
payments on the gross sales of the first 160 
units of ShowBiz Pizza Place. 

The percentage payments started June 
26 and will be paid at the rate of 1 1 / 2 percent 
for the first six years, l 3 / 4 percent for the 
next four years, and 2 percent for the next 
four years, for a total period of 14 years on 
each ShowBiz store. 

ShowBiz Pizza Place has more than 70 
units in operation. If the 160 unit level is 
reached, it’s estimated that Pizza Time will 
receive approximately $300,000 per month 
from Brock. Pizza Time estimates that this 
settlement could be worth in excess of $50 
million over the next 14 years. 

The settlement is still subject to approval 
by U.S. District Court Judge Robert 
Schnacke. The parties have jointly peti¬ 
tioned for such approval. 

The settlement arises out of litigation 
begun in January 1980 when Pizza Time 
Theatre sued Brock (then known as 
Topeka Inn Management) for breach of its 
co-development agreement. Brock had 
agreed to go into the Pizza Time Theatre 
business as a co-developer in a 16-state 
exclusive territory covering the midwestern 
and southern United States. 

Brock attempted to terminate the co¬ 
development agreement and go into the 
same business as ShowBiz Pizza Place. 
When Brock gave notice of the termina¬ 
tion, Pizza Time Theatre immediately filed 
suit. 

In September 1981, a partial trial of the 
case was held. It was determined that 
certain Brock defenses to this case would 
not be allowed. Thereafter, the parties 


entered into extensive negotiations that 
resulted in this settlement. • 


CORRECTION 

In the News department of Play Meter's 
July 1 issue, we reported that Southwest 
Vending had been acquired by Morgan’s 
Restaurants Inc. 

That statement is incorrect. An “agree¬ 
ment in principle” to acquire Southwest’s 
parent firm, Southgate Enterprises, was 
released by Morgan’s public relations firm, 
Booke and Co. on March 31. 

When Play Meter learned of Morgan’s 
interest in other distributorships, Play 
Meter publicized what had been confirmed 
by Booke to be its earlier Southwest acqui¬ 
sition along with the information that the 
Kentucky Fried Chicken franchiser was 
pursuing additional distribs. 

Play Meter has now learned that the 
previously announced agreement was 
terminated on May 18, although neither 
Morgan’s nor Booke sent a follow-up 
release to Play Meter expressing the 
change of heart. 

Play Meter apologizes for any incon¬ 
venience caused to Southwest Vending by 
the story. • 


K.C. TO 
CHASE 
AGAIN 

While it waits for the Supreme Court to 
decide whether or not to hear its appeal on 
K. C. Munchkin, Odyssey has developed a 
similar home video to market in lieu of 
Munchkin : K.C.’s Chase. 

The game is changed; only the character 
remains the same, indicated Odyssey’s Ed 
Williams. He said that the company 
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FULLY 

LICENSED 


SPECIAL ANNOUNCEMENT 

NEWS RELEASE 



WAREHOUSE CLEARANCE 


VERY SPECIAL LOW LOW PRICES • ALL BRAND NEW MACHINES 


Uprights 

Sidetrak .. $ 400 

Blockade . 400 

Canyon Bomber . 500 

Basketball . 500 

Triple Attack . 595 

StarHawk . 750 

Sun Dance . 750 

Fire I . 750 

Zero Hour . 995 

Space Bugger . 995 

Enigma II . 995 

Intruder . 995 

Tank Battalion . 995 

Colony 7 . 1295 


Moon Wars. 1295 

Super Tank . 1295 

Turtles ... 1295 

Venture . 1295 

Pulsar . 1500 

Space Fury . 1695 

Strategy X . 1695 

Space Duel . (Please Call) 


Cocktails 

Extra Bases . 400 

Blasto . 400 

Astro Invader . 750 

Cosmic Guerrilla . 850 


Space Firebird . 850 

Magical Spot . 850 

New York, New York . 850 

Uniwars . 850 

Space Odyssey . 995 

Missile Command . 995 

Moon Wars . 995 

Polaris . 995 

Route 16 . 995 

Spec tar . 995 

Stratovox . 995 

Targ . 995 

Space Zap . 995 

Space Fury . 1395 

Qix . 1500 


Time Warp . $ 500 

Trizone . 500 

Coney Island . 500 

Torch . 600 

Alien Poker . 750 

Asteroid Annie . 750 

James Bond . 750 

Scorpion . 750 


PINBALLS 

Lazer Ball . 750 

Time Line . 1000 

Pink Panther . 1100 

Mars . 1200 

Catacomb . 1250 

Dragonfist . 1250 


R. H. BELAM COMPANY, INC. 

1 Delaware Drive 
Lake Success, New York 11042 
Tel> 516/488-5600 
Toll Free: 800/645-6573 


CALL 
- OR - 
WRITE 


Split Second . 1250 

Viper . 1250 

Lightning . 1250 

Hercules . 1295 

Medusa . 1490 

Elektra . 1795 

Iron Maiden . (Please Call) 

Devil's Dare . (Please Call) 


BELAM FLORIDA CORP. 

1541 NW 154th St. 

Miami. FL 33169 
Tel: 305/621-1415 


* 1 

V ! 
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“RED CLASH” 


a NEW exciting Space Action game - fast moving 
Excellent Cash Box Earnings 

The graphics are very different and a relief from all the 
maze games that are now commonplace 

AND THE PRICE IS RIGHT 
MANUFACTURED BY GLAK ASSOCIATES 

New Englands Major Video Game Manufacturer 
25 Eagle Street, Providence, RI 02908 

Tel. (401) 274-0540 - 274-0544 


DISTRIBUTORS WANTED - SOME AREAS 
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THE CALENDAR 


July 16—17 

Montana Coin Machine Operators 
Association convention. Outlaw 
Inn, Kalispell, Montana 

September 10—11 

Wisconsin Amusement and Music 
Operators, Paper Valley Hotel and 
Convention Center, Appleton 

September 10—12 

Joint North and South Carolina 
Associations meeting, Radisson 
Plaza Hotel, Charlotte 

September 24—25 

West Virginia Music & Vending 
Association convention, Ramada 
Inn, South Charleston, West 
Virginia 

October 7—10 

NAMA convention and exhibit. 
The Rivergate, New Orleans 

October 14—17 

ENADA (exhibition of coin-op 


amusement machines). Congress 
Building (EUR), Rome, Italy 

October 15—16 

Amusement and Music Operators 
of Virginia, annual convention and 
trade show, John Marshall Hotel, 
Richmond 

November 18—20 

AMOA Exposition, Hyatt Regency 
Downtown, Chicago 

November 18—20 

IAAPA annual convention (Parks 
Show), Bartle Hall, Kansas City 

1983 

January 10—13 

ATE 39th Amusement Trades 
Exhibition, Olympia, London, 
England 

March 25—27 

Amusement Operators Expo '83, 
Hyatt Regency O'Hare, Chicago 


HEWS 

designed this game safely outside the para¬ 
meters of similarity to Pac-Man. 

The U.S. Court of Appeals for the 7th 
Circuit in Chicago gave Atari, who holds 
home video marketing rights to Pac-Man , 
a favorable ruling over Odyssey in March. 
At that time the court found Odyssey’s 
game “not only adopted the same basic 
characters but also portrayed them in a 
manner which made K. C. Munchkin 
appear substantially similar to Pac-Man 
(See Play Meter , April 15, p. 15.) It was 
a reversal of a lower court ruling. 

Currently, Odyssey is challenging the 
appellate ruling at the Supreme Court 
level. The court has not yet said whether or 
not it will hear Odyssey’s appeal. 

“K. C. turns cartwheels as he progresses,” 
Williams said. He outlined the difference 
from the earlier K. C. Munchkin. “He 
chases a caterpillar-like character and tries 
to take out sections of the caterpillar 
behind his head before getting devoured by 
the caterpillar’s head.” 

The home video game is scheduled for 
introduction in early fall. • 


We Cater To All Your 

Coin-operated Amusement Needs! 

Game Sales Inlernalional 

* Immediate availability of 
Top Earners 

* Excellent used and 
reconditioned equipment 

* Expert service and board 
repair 

* No knock-offs 

* Lowest Prices 


For price 
quotes 


Game Sales International 


— Call Sandy 201-964-5230 


ENGLAND 

CONSIDERS 

COPYRIGHTS 


Sega Enterprises is leading the way in an 
effort to establish that video games are 
copyrightable under English law. 

Sega is pressing its suit against Alca 
Electronics, an English firm, that Sega 
contends has infringed on its rights 
relevant to Frogger. 

The British trades report the latest 
round in that fight has been won by Alca. 
In an Appeal Court May 25, Alca won the 
right to keep under wraps the identity of 
customers to whom they have sold the 
allegedly pirate Frogger games. Sega 
wanted the information to pursue action 
against those customers, reported the 
trades. 

“This case,” editorialized the British 
trade journal Coin Slot , “must surely alert 
licensees and caterers to the fact that the 
big machine manufacturers could be 
gunning for them for operating allegedly 
infringing machines, as well as for those 
who are producing the machines.” 

Lord Justice Lawton, who issued the 
ruling as part of a three-judge panel which 
included Lord Justices Templeman and 
Fox, said that in his judgment the issue of 
copyright in video machines should be 
decided before the question of revealing 
names and addresses of those placing 
machines should be decided. He also 
pointed to the fact that, in England, copy- 
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THE 

JACK’S AMUSEMENT CO. 

IS GROWING TO SERVE YOU 


NOW WITH TWO LOCATIONS 


310 Strong Hwy. 

El Dorado, AR 71730 
501/863-5600 

Jack Ethridge, President 
Brad King, Sales Mgr. 


4019 Avc. ‘A’ 
Lubbock, TX 79404 
806/762-6283 
or in Texas Toll-Free 
1-800-692-4208 

Mel Harp, General Mgr. 


For factory authorized sales and service call Jack’s. 

“We are large enough to serve you and small enough to appreciate you . 1 


You say interchangeable games mean 

low-earning games? 

NO WAY!! 

If you own our cabinets, you’ll be able to interchange 
with any of the new top games we have for you. 

FEATURING: 

LADY BUG’ AND OTHERS 

We produce and sell only legal games; so there’s no copyright hassle. 

High-quality cabinetry • Electronic components 

ELECTROGAME INTERNATIONAL C0RP. 


WANTED: 
MANUFACTURING 
RIGHTS TO 
NEW VIDEO 
GAMES 


67 Overlea North 
Massapequa Park, NY 11762 
516/799-2279 • Telex: 475-4242 

CALL TOLL-FREE 

1 - 800 - 645-9164 

“The wave of the future.” 


WANTED: 
DISTRIBUTORS 
TO REPRESENT 
OUR GAME 
LINE 
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right had not been established for video 
games. 

However, he did indicate that if it was 
decided that Sega did have copyrights in 
connection with the game, it would be 
entitled to information about where the 
games have been placed. • 


VENDING 

PROFITS 

REPORTED 

Slightly more than half of the vending 
companies reported higher net profits for 
1981, compared to 1980, although 68.8 
percent achieved sales increases, according 
to the annual “How’s Business” survey 
conducted by the National Automatic 
Merchandising Association (NAMA). 

“Geography made a big difference in the 
survey results,” said NAMA President G. 
Richard Schreiber, “as member firms in 
New England, the Southwest, and in the 
Rocky Mountain states reported better 
sales results than the national average.” 

The nationwide study, conducted by the 
NAMA statistical and research depart¬ 
ment, covered reports from 276 operating 
company member firms. 

Vended product sales were reported 
higher by 68.8 percent of the participating 
firms, 14.5 percent were even with 1980, 
and 16.7 percent had lower sales in 1981. 

Net profits were reported higher by 52.7 
percent of the companies, lower by 31.5 
percent, and 15.8 percent said there was no 
change in profits from 1980 to 1981. 

“It is obvious that the effect of the 
recession was selective in 1981, hitting 
some parts of the country severely while 
others nearly escaped its effect,” Schreiber 
stated. 

Net profits were better than the average 
in the East, New York and New Jersey, and 
in the Southeast. The profit picture was 
least favorable in the Northwest (only 18.2 
percent did better than in 1980), in the 
Rocky Mountain area, and in the Great 


Lakes area, where 43.7 percent had 
increased profits but 35.2 percent had 
lower net profit (compared to the 31.5 
percent lower national average). 

Those reporting higher volume credited 
primarily higher prices (76.3 percent of 
those reporting) and new accounts (71.6 
percent of those reporting), while 28.4 
percent cited greater unit volume of 
vended products per machine. 

Vending companies that reported 
“manual” sales (foods and beverages sold 
other than through vending machines) said 
volume was up for 60 percent of the partici¬ 
pants, 21.2 percent held even with 1980, 
and 18.8 percent reported lower manual 
service sales. 



Asked to estimate sales forecasts for 
1982, 60.8 percent of the companies expect 
higher volume, 21.2 percent expect to stay 
even with 1981, and 18 percent foresee 
lower volume. 

Reports of unit sales by product cate¬ 
gories (asked for the first time in the 
current survey) were mixed, but unit sales 
of confections and snacks improved for 
most of the reporting companies. 

Vending machine buying plans were 
most favorable for glassfront snack 
machines (79 percent plan to purchase) 
and hot beverage vendors (76.3 percent). 
At the lower end of buying plans, 44.4 
percent expect to buy can or bottle bever¬ 
ages, 37.8 percent will purchase canned 
juice/milk machines, and 27 percent plan 
to purchase pastry vendors. • 


CITIES 

ATTACK 

TRUANCY 

Cincinnati’s City Council and St. Louis’s 
Board of Aldermen are considering pro¬ 
posals to keep school-age youth from 
playing video games in hope that restric¬ 
tions will reduce truancy problems. 

In Cincinnati, the City Council wants 
games turned off during school hours, but 
Paul Nemann, an attorney representing 
the Mid-State Theatres there, said his 
client, who operates several games in each 
of its theaters around the city, has requested 
that he file a letter of objection to the 
council’s proposal complaining the effort 
by the city is unconstitutional. 

Nemann said that since the city alleges 
the games cause truancy, and on the basis 
should be restricted, its actions are “clearly 
unconstitutional” as found by the Supreme 
Court in the Aladdin's Castle vs. City of 
Mesquite case. (See Play Meter , April 1, p. 
66 .) 

Nemann does not expect the case to 
come to litigation, but he hopes that the 
city will drop the hourly restriction clause 
before it attempts passage. The ordinance 
would result in a $ 100 fine to the location if 
minors were discovered playing during 
school hours. 

In St. Louis, Alderman Virvus Jones 
wants to require teenagers to get their 
parents’ permission before they are 
allowed to play. He believes, said one of 
the city’s newspapers, “this would make 
the teenagers’ bad habits disappear.” 

Jones wrote his bill after he became con¬ 
vinced that elementary and high school 
students were skipping school to play 
arcade games. The bill would classify any 
business housing two or more videos as an 
arcade. Such a business would be subject 
to the parental consent rule. 

The St. Louis Aldermanic Public Safety 
Committee agreed to meet to approve 
the bill, and then submit it to the full 
board of Aldermen. • 


Mali 

The Henry W. Mali & Co. Inc. 

257 Park Ave South 
New York. NY 10010 
(212)475-4960 

Call Toll Free: (800) 223-6468 


Billiard Cloth 

Style 820—Plain, Style 920—Backed 
Fabrics developed specifically for 
coin-operated tables. 

Available through your distributor. 
Write or call for color card. 
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How the West (ond wild 
profits) are won: 



Can law and order prevail in this thrilling 
rale of yesteryear? You'll soon find out be¬ 
cause player after player will line up to see 
if, as Sheriff, their bodge, their skill and their 
six-shooter con stand between the train 
getting through and bands of outlaws set to 
annbush it! Simplicity of ploy concept com¬ 
bines with a constant variation of elements 
and exciting action to assure never-ending 
ploy appeal. 

Players can't shoot over the train, but they 
con fall bock and get the bandits from be¬ 
hind, gallop hard to get ahead of the train 
and shoot over their shoulder and even 
cross the tracks for on all-out shoot-out 
complete with ricocheting bullets! 

Players con maneuver in 8 directions and 
aim and fire in 8 directions. A bullet will do 
them in and so will riding recklessly into a 
cactus, rock, riderless horses, the train itself 
or the fort walls, or riding off the bridge into 
the river. 

If a low-down varmint jumps on top of the 
train, the only way players con get him is to 
jump on the train themselves and gun him 
down. But if the train's passing a low water 
pipe, players must quickly lie down or be 
thrown from the train. When their horse 
gallops close to the train, they con jump 
bock in the saddle again. If 3 hombres get 
on top of the train or players get knocked 
off their horse 3 times (adjustable) in this 
saddle-up shoot-'em-up, it's Boot Hill! 



Each time players wipe out a band of out¬ 
laws, they get to practice their aim. Their 
horse will toss a silver dollar in the air and 
they'll get 1 chance to shoot it for bonus 
points. A total of 50,000 points (adjust¬ 
able) earns them another chance to knock 
out the gunslingers. 


For happy frails and happy players, it's 


1 or 2 player upright: 

Depth: Crated weight: 

76 c/m 126 kg. 

(30") (280 16s.) 


TAIT9 
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For technical service, coll the hot line toll-free (except in Illinois): (800) 323-0666. 


TAITO AMERICA CORPORATION • 1256 Estes Ave. • Elk Grove Village, IL 60007 • (312) 981-1000 • Telex 25-3290 






















MOT LOOKS 
TO FUTURE 

The Music Operators of Texas (MOT) 
completed its annual convention with an 
appointment the association believes will 
make the coming year the most productive 
in its history. The Texas operators have 
hired Don McCullough and Association 
and Society Management Inc. to direct 
MOT for the coming year. 

Until the appointment,, volunteer per¬ 
sonnel conducted association business. 

“Now,” offered MOT President Dock 
Ringo, “Members can be assured that 
when they pay their dues, the money will 
go to an organization that is professionally 
run.” 

The agreement was the highlight of the 
MOT convention held June 3-5 at the 
American Hotel in Ft. Worth, Texas. 

The association also used the convention 
to announce its manufacturer of the year 
award winner, the Dynamo Corp. 

Dynamo assisted the state association 
by sponsoring its member operator state 
pool championships and “did more than 
anyone could have hoped for,” Ringo said. 

“They filled in where the association left 
off by supplying the tables, trophies, and 
even prize money we couldn’t come up 
with,” Ringo told Play Meter. 

Additionally, Dynamo came to the 
finals with two surprise gifts—a home pool 
table to the tournament champion and a 
coin-op table to his sponsoring operator. 
The second annual MOT tournament was 
held March 21 in Austin, Texas. • 


ATARI 

REWARDS 

DEED 


Atari rewarded two New Jersey youths 
who played in a video game marathon 
to raise funds for Tommy Mitchell, a 
10-year-old in need of a $60,000 kidney 
transplant. 

In an attempt to raise monies for the To 
mmy Mitchell fund, Jimmy Hallahan, 17, 
and Michael Spinak, 16, recently played 
the Atari Missile Command coin video 
game for 50 consecutive hours at the Twin 
Rivers Amusement Center in Hightstown, 
New Jersey. They raised a total of $1,200 
through pledges and contributions. 

“We felt this special deed and unique 
application of video games should not go 
unrecognized,” said Raymond E. Kassar, 
Atari CEO. As a result. Atari rewarded the 
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boys with an all-expense paid trip to its 
headquarters in Sunnyvale, California, 
where they were presented with a matching 
funds check for the Tommy Mitchell fund 
in the amount of $1,200. 

The youths departed from New Jersey 
on June 6 and arrived in California four 
hours later. They were greeted by a full 
schedule of activities commencing with a 
complete tour through the facilities, 
including the company game room and a 
visit to nearby San Francisco. 

Upon return to New Jersey on June 9, 
the boys presented a total of $2,400 and an 
Atari Video Computer System and selected 
cartridges to their friend. Tommy 
Mitchell. • 


GETTING 

SPECIAL 

CARE 



Patients and staff enjoy the challenge at 
Philadelphia's Children's Hospital, the 
nation's oldest care center devoted entirely 
to children. 


Active Amusement is actively committed 
to creating goodwill for coin-op dealers in 
its community. The Philadelphia distrib¬ 
utor is involved in two projects that bring 
the fun of coin-op competition to people 
who don’t have the opportunity to fre¬ 
quent local arcades. 

On May 7, Active donated five games to 
Children’s^ Hospital in Philadelphia: 
Atari’s Warlords , Exidy’s Bandido , 
Taito’s Zarzon , Atari’s Breakout , and a 
Kaye bumper pool table. The event was 
covered by three local television stations 
that aired coverage during their evening 
news programs. 

Active’s vice president, Frank Ash, 
noted: “We are excited at the prospect of 
contributing to making a child’s hospital 


stay less traumatic and putting the children 
more at ease in their new environment.” 

Active’s other recent philanthropic 
venture was to help provide a game room 
at a home for the elderly. Tenants at the 
Robert Saligman Home decided they 
wanted to use some of the money donated 
to the institution for a game room, and 
Active was excited enough about the idea 
to match the home’s funds. With this 
financial boost, the home was able to pur¬ 
chase an Atari Asteroids , Midway’s Ms. 
Pac-Man, a pool table, a shuffleboard, and 
a Midway Space Invaders. 

“As soon as our truck pulled away, the 
tenants lined up to play,” said David Gilfor 
of Active. “The game room has become the 
most popular spot in the building. The 
tenants are probably practicing in antici¬ 
pation of challenging their grandchildren 
and great-grandchildren when they come 
to visit.” • 


TORNADO 

TABLES 

TWO 

Tornado’s table soccer college connection 
has turned a dividend for the firm in Gary 
Bartlett. Bartlett has signed with Tornado 
to help expand its table soccer presence via 
the scholastic market. 

At about the same time, the company 
announced an agreement with Frank 
Seninsky of Alpha Omega Amusements of 
New Jersey to market its foosball tables in 
the northeast region of the United States. 

Bartlett had helped conduct the Asso¬ 
ciation of College Unions International 
annual table soccer tournaments when he 
became familiar with Tornado as a 
sponsor of the event. He will concentrate 
on bringing Tornado table soccer to 
colleges, high schools, and church 
markets. 

“Gary is highly respected through his 
active involvement with the association,” 
noted Ed McCloud of Tornado. “He will 
definitely be an asset as Tornado seeks to 
establish table soccer as an intramural/ 
extramural sport and our quality table as 
standard equipment in the education 
system.” 

The Tornado table is prevalent in 
Oklahoma, Texas, and other southern 
market areas, McCloud said. He hopes the 
agreement with Seninsky will bring pro¬ 
minence to the table in 13 northeastern 
states. Seninsky will market the Tornado 
table soccer piece in Maine, Vermont, New 
Hampshire, Massachusetts, Connecticut, 
Rhode Island, New York, Pennsylvania, 
New Jersey, Delaware, Maryland, 
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SHORT SUBJECTS 


Republican Rep. James Coyne of Pennsyl¬ 
vania is using video games to lure lobbyists 
to a political fund-raising party on Capitol 
Hill. 

Coyne is asking $200 apiece from 
attendees to the Capital Hill Club to help 
him retain his seat this fall. To guarantee 
interest in his affair, he has hired eight Pac- 
Man games to provide entertainment at 
the party. 

By using the games to spice up his contri¬ 
bution drive, Coyne is getting double 
mileage out of the word “Pac,” which also 
refers to political action committees 
formed by corporations to donate money 
to candidates. 

* * * * * 

Leslie Hauser has resigned from Exidy. 
Formerly vice president of administration, 
Hauser contributed six years of service to 
the company. She gave no indication of 
immediate future plans. Hauser and Exidy 
President Pete Kauffman jointly stressed 


that the parting was amicable. 

* * * * * 

Showbiz Pizza Place has opened its first 
franchised restaurant. The Nashville, 
Tennessee, site will join 75 Showbiz Pizza 
centers currently open in 19 states. Fran¬ 
chise owners are Gordon Prince and his 
wife, Betty Mercy-Prince. 

* * * * * 

Royal Distributing of Cincinnati, Ohio, 
has added Cinematronics products to its 
menu. Joe Westerhaus, president of Royal, 
hailed the addition of Cinematronics’ 
Naughty Boy and Jack the Giantkiller. 
***** 

Atari has announced a joint venture with 
Lucasfilms Ltd., the California film com¬ 
pany that produced “Star Wars.” Under 
the agreement Atari will utilize the film 
company’s developments in computer 
technology and special effects. 


’Virginia, and West Virginia. 

Seninsky operates games in colleges 
throughout the northeast region of the 
country, and Tornado’s connection with 
college unions was a major factor in the 
Seninsky agreement, McCloud said. 

As part of that agreement, Seninsky will 
co-sponsor four of the 15 regional com¬ 
petitions that lead to the College Union 
International foosball finals. 

Tornado is currently promoting its table 
via a spring/summer tournament schedule 
which, McCloud reported, has nearly com¬ 
pleted its schedule. Thirteen tournaments 
were scheduled for this season in sites from 
Tennessee to Texas. • 


7-ELEVEN 

CROWNS 

CHAMPION 

After four hours of heated competition, 
Tim Collum of Boyd, Texas, emerged the 
winner of the first annual Texas Video 
Game Championships benefiting the 
March of Dimes. 

Collum won a $ 1,000 cash prize and two 
full-size video games. A $5,000 donation to 
the March of Dimes was also made in his 
name. 

The tournament, co-sponsored by 
7-Eleven stores and the Dr. Pepper Co., 
began in April at 7-Eleven stores through¬ 
out the state. 

Collum, who had advanced to the state 
finals through the grueling rounds of 
elimination play, was also the state winner 
on Pac-Man. Also advancing through 
eliminations were Alex Dubler of Austin, 
the state winner on Tempest , and Billy Joe 
Cain of Freeport, the state winner on 
Defender. 

The three then battled it out on three of 
the nation’s newest video games: NATO 
Defender from Pacific Novelty, Space 
Dungeon from Taito, and Zektor from 
Sega/Gremlin. Following the unveiling of 
the new games by 7-Eleven emcee, Dan 
McCurdy, the three contestants were given 
brief familiarization sessions by the 
respective manufacturers Bill Cravens, 
Mike VonKennel, and Bob Harmon. 

John Gatens, president of Southwest 
Vending Sales Co., and Tommie Chatten 
of Southwest’s Dallas office, assisted 
7-Eleven in coordinating the new equip¬ 
ment that allowed contestants to show 
overall proficiency rather than duration. 

The contestants had 10 minutes on each 
of the new games to add cumulative high 
scores. Collum was the winner with cumu¬ 
lative points of 262,535. Cain was second 
with 254,205, and Dubler third with 
237,155. • 


JfcoiN 

MECHANISMS 

INC 

817 Industrial Drive, 
Elmhurst, III. 60126 - 1184 


Manufacturing Coin Mechs, Domestic And Foreign, for 
the Coin Operated Amusement Machine Industry 

• Conhplete Door Systems 

• Face Plates # Coin Boxes • 

• Midget Channels * Anti-Flip Kits • 

Anti-String Kits 
String Cutters 

Customer Service 

(312) 279-9150 Ray Nicholson 

Ron Rollins 
Frank Schubert 


Get set for the September 1 
Distributing issue. 
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SNAPSHOTS 


Lawrence H. Kesselman has been named 
national sales manager of Original Equip¬ 
ment Manufacturing sales for the Wico 
Corp. of Illinois. Wico offers parts, 
supplies, and accessories to the coin-op 
industry. Kesselman will develop new 
markets for Wico’s products in the com¬ 
mercial pin game and video industry, as 
well as promoting other Wico manufac¬ 
tured items. 


The 1982 World’s Fair in Knoxville, 
Tennessee, is offering visitors a view of one 
of the year’s great international phenome¬ 
nons, Pac-Man fever. This exhibit features 
products that display the popular 
character. 


Myrel A. Gordon is the new executive vice 
president of Bally Manufacturing’s 
Aladdin’s Castle Inc. 

Gordon will direct the arcade chain’s 
leasing activities in accordance with the 
company’s expansion and diversification 
programs. Bally’s Aladdin’s Castle now 
owns 341 family amusement centers 
throughout the country. Gordon’s most 
recent position was vice president of 
leasing for Aladdin’s Castle. 


Bally Pinball Division and Bally Midway 
Manufacturing recently gathered with 
their European distributors at the Salon 
Churchill in Monte Carlo for a distributor 
meeting. 

Topics discussed at the meeting were: 
how to sell pinball in a video market, 
manufacturing plans for pinball and video 
for the remainder of 1982, the presentation 
of new pinball and video products, and 
copyright protection in Europe. 

Pictured here is the entire Bally / Midway 
European distributor network atop the 
Sporting Club in Monte Carlo. 
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THE BAD NEWS 
OUTWEIGHS THE GOOD 


By Mike Shaw 


w <jj Threat of suit doesn’t change 
council’s mind on video games 
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# High school student drops dead at controls 
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Massive stress short-circuited his heart, says alarmed coroner 
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owcouncil Town Vs. Video-Game Fever 

Video game expansion vetoed Limoges* 

Sunrise joins video-game ban wagon 

Video Games: The New Drug 



X he industry’s war against bad 
publicity is far from over. Recent 
clippings from the nation’s news¬ 
papers indicate that sentiment is running 
heavily against videos. 

Parents and city councils alike are afraid 
a video game can corrupt the youth of 
America. And when several games are set 
up side by side under one roof, the fears 
become horrors that the games are some 
new kind of drug addicting the unsus¬ 
pecting youngsters. 


The bad news 

Just one day’s clippings produced the 
following view of the video industry: 

—The Chicago Tribune reported the city’s 
southside suburb, Burbank, had enacted a 
10 percent gross revenues tax on videos 
and other forms of amusements such as 
cable and subscription television. The tax 
was passed unanimously by the city’s 
council, and the revenues will be used to 
repair streets. 


—After a 10-month battle with city 
officials in San Gabriel, California, the 
Satellite Entertainment Center has 
reopened. But, after winning a court battle 
against a city moratorium on arcades, the 
owners are still uncertain whether they will 
be allowed to remain open. The city has 
filed an appeal to the judge’s decision. 
Another arcade that had been closed, 
Quick Silver, was unable to reopen. Its 
owners were forced to give up when they 
could no longer afford the accumulated 
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costs. San Gabriel’s Mayor Edward Lara 
said he was “entirely against video 
arcades” because they generate drug 
abuse, vandalism, and delinquency in 
youths. 

—The Weekly World News headlined its 
June 1 tabloid: “Teen Killed by Video 
Game.” 

The story went on: 

“Shocked players at the Calumet, 
Illinois, video center were stunned as they 
watched the 18-year-old youth suddenly 
slump at the controls of Berserk and slowly 
crumple to the ground...Incredibly, Dr. 
Albert Willardo, the coroner for Lake 
County, Indiana, said the tension of 
playing the game actually killed the high 
school youth.” 

Later in the article, after lambasting the 
video game, the writer reported that the 
youth “had an undetected heart condition” 
and was “overweight.” 

—By unanimous vote, the Dacono, 
Colorado, City Council approved an ordi¬ 
nance requiring video players to be 16 
years old or in the company of an adult. 
The council action was taken after Police 
Chief Ted Kozanecki warned.city officials 
there was “definitely a connection between 
video games and a string of burglaries 
earlier this year.” The article indicated the 
chief may have had no proof to back his 
assumption. 

—In St. Louis, aldermen want to place 
high licensing fees on machines, and 
include one and two machine locations 
under arcade restrictions. They contend 
that they have “received numerous com¬ 
plaints from constituents about rowdyism.” 

—Nora Hamerman, editor-in-chief of War 
on Drugs magazine, wrote that video 
games have “all the mind destroying 
potential of drugs.” She said that, ulti¬ 
mately, “parents are going to have to take 
aim at the powerful interests that promote 
this new menace and own the companies 
that produce the games...These companies 
just happen to be controlled by the same 
personalities and financial interests that 
make up the cream of what the National 
Anti-Drug Cpalition has made known as 
Dope Inc.” 

—In Calumet City, Illinois, the state’s 
attorney has to decide whether to “take the 
mayor to court” because he issued a license 
to the Quarter-Horse Fun Center. The City 
Council wanted the license to go to another 
business. 

—The Camarillo, California, City Council 
met to consider how “to tighten its control 
on the games.” 

—The Yonkers, New York City Council 
met to discuss an ordinance that would 
limit the location of games and ban any 
new arcade openings. The vote was 12 to 1 
in favor of the issue. 


— Bette Reinhartsen, writing for the 
Anaheim, California Bulletin , reported 
that “84 percent of the residents and busi¬ 
nessmen in the area of 718 North Anaheim 
Blvd. pulled the plug on a proposal to 
install 25 video machines, and city council- 
men backed their stand.” 

One businessman, she reported, “pointed 
out that the attractive nuisance would 
engender vandalism, noise, burglary, 
fighting, and additional policing.” 

— In Philadelphia, Nancy Jo Wynne is 
leading the crusade to block an arcade 
opening in the city’s 21st ward. She con¬ 
tends “the installation of the games would 
create a hangout in the area that would be 
frequented by local youths.” Mary 
Ehrhorn, treasurer of the Upper Rox- 
borough Civic Association, said “the noise 
those machines make is absolutely 
appalling.” 


I blanch everytime 
I walk into a place 
that has them (the 
games). They are a 
damned nuisance to 
everyone but the 
poor slaves who play 
them. 

—Bill Porterfield 


—In Sebring, Florida, a parent com¬ 
plained to the editor that her son, “that I’ve 
never had any trouble with, took money to 
put in Pac-Man. I’ve written a letter to the 
Majik Market manager and told them that 
we will no longer shop at their store as long 
as they keep the machines there.” 

—The Midland, Pennsylvania, borough 
council voted in a $100 per machine tax. 

“All businessmen contacted,” read the 
article in the Midland News , “said their 
current profits are not high enough to 
warrant such a high tax.” 

—Lawndale, California, passed an ordi¬ 
nance prohibiting minors from playing the 
games between 7 a.m. and 3 p.m. on 
weekdays during the school year. Playing 
was also banned after 10 p.m. on nights 


preceding school days and after midnight 
all other days. The town’s mayor said 
“numerous phone calls from worried 
parents and concerns of some teachers 
prompted her to act.” 

—Bill Porterfield editorialized in the 
Dallas Times Herald that “these games do 
indeed exert a hold over our kids that is 
creepy...I blanch everytime I walk into a 
place that has them (the games). They are a 
damned nuisance to everyone but the poor 
slaves who play them...If the fascination 
for video games grows, which it appears to 
be doing, I can see parents hiring de-pro¬ 
grammers to save their children from 
becoming video zombies.” 

—The Miami Herald reported that nearby 
Sunrise City wants to “join the video game 
ban wagon” by outlawing the games from 
most establishments and attaching a $100 
permit fee to each game located. 

—Residents of Sebastopol, California, 
convinced the City Countil to not allow 
Chris Kyriacopoulos to expand his busi¬ 
ness. The operator wanted to increase the 
number of videos in his arcade from 20 to 
50, but the council thought it best “to wait 
out...nine months to see what kind of 
impact the game center has on the com¬ 
munity.” 

The good news 

After extracting comments from these 
17 articles that comprised one day’s 
reading and placing the objections side by 
side, the pervading absurdity of the com¬ 
plaints being voiced about videos is 
laughable. But the way these objections are 
hurting the industry across the country is 
certainly not amusing. 

The stories from that pile that offer a 
positive image for videos are more factual 
and logical than the antithesis, but not so 
plentiful. 

—West Virginia University tabulated its 
video profits for the 1981-82 school year 
and determined it had an additional 
$150,000 to spend on its effort to continue 
offering quality education to its students. 

—The city manager of Webster Groves, 
Missouri, a suburb of St. Louis, wants to 
install four games at the municipal 
swimming pool and ice rink. He estimates 
the revenue from the games would exceed 
$7,000 and help the city balance its budget. 

—Meyerson Distributing supported an 
Iowa-Nebraska Pac-Man contest. Players 
entering the competition paid a $ 1 entry fee 
that went to the American Cancer Society. 

—Bill Cosford, editorializing in the Miami 
Herald , wrote that Brookhaven, New 
York’s most famous citizen, anti-game 
campaigner Ronnie Lamm, was voicing 
“an outcry over a phenomenon patently 
harmless...At last, in video games, we have 
the new rock ‘n’ roll.” • 
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Computer program devised 
for jukebox operators 

By Norman Dolph 


T wo problems every jukebox opera¬ 
tor faces: 

1. What records have been on 
which locations? 

2. The title strips. 

The arrival of the small computer now 
helps the operator solve these problems in 
a fraction of the time of “legal card” and 
typewriter methods. 

Stoy Inc. of New York City has devel¬ 
oped a program that will run on almost any 
microcomputer—Apple, TRS-80, North 
Star, Xerox 820, the IBM Personal Com¬ 
puter, and many others. The size of the 
route dictates the size of the computer. The 
original system was for 120 locations, 
changing five records every two weeks. The 
program can accommodate any number of 
locations up to 500, and any number of 
records in a change in any pattern of 
changes (i.e. some locations monthly, 
some weekly, some every other week). 

The miracle of the program is: even 
though you buy 75 copies of a new selec¬ 
tion, you only have to type the title strip 
once for as long as you ever place that 
record. 

Furthermore, the situation of sending 
your man to a location with five records 
and five title strips and finding that two of 
the selections are already on the machine 
cannot happen, because the computer 
automatically updates and maintains a 
perpetual inventory of all the titles that 
have ever been in each location. 

Here is how it works: 

The program comes configured and 
ready to run on your computer. It is 
supplied on a floppy disk. 

You insert the disk and the program is 
loaded. You are asked to enter today’s 
date. (The operator only has to enter the 
date once, and every transaction for that 
date has that date posted automatically to 
it. Thus in the future you can tell when you 
first added a new selection to the system.) 

The date is checked for validity (no 
December 32nds, etc.), and then a menu is 
displayed giving you the following options. 

1. Add A New Location To The System 
2. Add A New Record To The System 

3. Pick And Pack (layout records, for 



The H. W. Dolph Distributing Company installed a Xerox 820 small business 
computer to take over time-consuming chores. 
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This is what the operator will see after entering a new record. 
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These are some of the screens the operator will see as he uses the program. 


The computer keeps an eye 
on the jukebox 


For over fifty years, The H. W. Dolph 
Distributing Company—Howard and his 
son Dorian Dolph—have run AMI juke¬ 
boxes in Oklahoma. They, like many 
operators, have kept track of what loca¬ 
tions have what records by a ledger card, 
hand posted system. Often records were 
duplicated on location and several hours a 
week in posting were required to keep up 
with 100 locations...to say nothing of hand 
typing 10,000 program slips a year 
(actually more like 11,000 considering that 
at least one in ten was spoiled in typing and 
restarted). 

In March, they installed a Xerox 820 
small business computer to take over these 
chores. The program was written by 
Dolph’s son, Norman, a graduate of Yale 
in computer design. A session to add new 
selections and type title strips for a day’s 
collections (typically eleven locations) now 


takes about five minutes, whereas formerly 
it took two hours typing, posting to the 
location card, and posting to the record 
sheet. 

All error free on the first show. 

The savings in manpower works out to 
about $22 per day counting benefits. But 
more importantly, the operation has been 
able to avoid hiring a second man to collect. 
The typist/collection man now has two 
extra hours in his day, and the operation 
has twenty percent more growth potential 
before they need to add another employee. 

The system will pay for itself in a year at 
these rates, and the next step will be to 
begin coin count reconciliation and return 
on investment analysis using the computer. 
And, the computer can be used to burn 
EPROM’s, and as a general purpose word 
processor for effortless, polished cor¬ 
respondence. • 


specific locations) 

There are supplementary options for 
purging locations, printing reports, and 
correcting entry errors. 

Option one... 

When you are setting up the system, or 
if you have added any new locations, you 
choose option one. 

The computer assigns a number to the 
location, and then you type in the location 
name, address, phone number, proprietor, 
and what other data you want to keep a 
record of about this location and its 
machine. 

Next, the computer asks for the collec¬ 
tion day and the cycle on which the 
machine is serviced, for example, 1st and 
3rd Tuesdays or 2nd and 4th Fridays. The 
operator responds and this location is now, 
grouped with the others that are serviced 
on the same day. (As a practical matter, 
you only need to use option one once at the 
setup and then again as you add locations.) 

Option two... 

When all the locations are entered, the 
computer shows you the main menu again. 
Now you add new records by selecting 
option two. 

The computer asks for the selection 
number of the record. You enter it. 

The computer asks for the title of the 
best side (usually the‘A side, but as you 
know, sometimes you want the B side title 
on top), if you try to enter a line that is too 
long to print, the computer rejects it and 
asks you to re-enter. 

The computer then asks for the artist’s 
name and the back side title. 

That’s all there is to it. Keep entering as 
long as you have new records. If you try to 
enter a record that is already on the system, 
the computer will reject it. The computer 
automatically centers the title strip copy as 
you enter it and displays the strip exactly as 
it will look when printed. 

It may take four or five hours to enter 
the 300-400 selections that you need to 
start the system up, but you only have to 
do this once. Then it takes only a few 
minutes to enter the new selections you 
add each week. 

Option three... 

When all the new records are on the 
system, you proceed to the selection 
process. (Option three: Pick and Pack) 

The system will ask you which batch are 
you pulling for (Tuesdays, for example). 
You make your selection, and the com¬ 
puter will respond with a display of all the 
locations you see on these Tuesdays, and 
ask you to verify that this is the batch you 
are interested in. 

If you okay it, the computer will ask you 
which record you are interested in. You 
pick up the first new record, enter the 
number, and the computer will respond 
with a display of the number and name of 
every location in that day’s batch that has 
not had this record. (For a brand new 
record,- naturally it will show them all. But 
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for a record that you tried out on some 
locations or an older record that you are 
“re-cycling” from one location to another, 
it will only display locations where the 
record has never been.) 

The computer asks you which location 
number you want to put the record on, and 
you respond. It keeps asking till you have 
put this record everywhere you want to put 
it. 

You go through this for all the records 
you want to put out on location. (The 
process moves quickly, typically three 
minutes for fifty records, five to ten 
locations each in a batch.) 

When you are done, you get a re-display 
and review to give you a chance to make 
any changes, and then you push “p” to 
print and—bang—out come the title strips 
at the rate of one a second. 

The computer uses specially prepared 
title strips with perforated sprocket feed 
edges. They are continuous belts, and the 
sprocket holes keep the strips aligned in the 
printer for high speed printing. 

The title strips emerge with a header 
strip showing the date, the location name 
and number, and the collection day. Next 
come the strips for that particular location 
already sorted. So if you tear the belt at 
each header, all the strips for a location are 
together and you can keep them that way 
till you are right at the machine. 

The system contains other modules for 
correcting input errors, printing out 
reports of what records have been where, 
and purging locations from the system. 

Any operator who has been considering 
the purchase of a computer for the account¬ 
ing side of music and games now has an 
additional reason to buy one. If the opera¬ 
tor already owns a computer, then the only 
purchase necessary is a good printer and 
the program. The printer quality is impor¬ 
tant so the strips have an “executive look” 
and not like a phone bill typed by com¬ 
puter. A daisywheel printer has letter 
quality and carbon ribbons just like the top 
of the line Selectric typewriter. 

From scratch, the cost for a system, up 
to 500 boxes, is about $3,150 for the com¬ 
puter with disk memory, $850 for the video 
terminal, and $1,500 for a letter quality 
daisywheel printer. That’s $5,500 total for 
the hardware. (The price of hardware is 
falling every day...probably by the fall of 
’82 this package could be available for $750 
less and next year even more so.) The Title 
Strip/ Selection Control program is $695, 
which is all you need to buy if you already 
have a computer. It comes with extensive 
documentation and a “hot-line” number 
should you need help in setting up the 
system. 

Accounting programs are also available 
to do coin count reconciliation, return on 
investment analysis, depreciation schedu¬ 
les, and general ledger. 

The source for the Software and consul¬ 
tation on hardware purchases is: Stoy, 
Inc.; 279 East 44th Street; New York, New 
York 10017. 


—-- \ 
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There’s Method 
to Video Madness, 
Exidy Insists 


I t’s easy for a games manufacturer to 
adopt a fatalistic philosophy in this 
industry, that chance and fate governs 
all. There appear to be no principles, no 
traceable threads of video game success. 
No one can tell, with any degree of cer¬ 
tainty, which games will hit it big and 
which will die on location. At least, that’s 
the prevailing industry opinion. 

As the president of one video game 
manufacturing firm told Play Meter e arlier 
this year, “There’s no system, no way to tell 
with video games...It can’t be done...And 
anybody who tells you he has a system or 
formula is simply fooling himself...and you 
as well, if you believe him.” 

If the fate of video games is to be ruled 
solely by the whimsical spin of the wheel of 
fortune (“Round and round she goes, 
whose game the public fancies nobody 
knows.”), then the industry is in dire straits 
indeed. 

This prevailing industry attitude, by the 
way, may account, in part, for the present 
glut of new games on the market. After all, 
if there’s no way to tell which games are 
good, then it follows that even undeserving 
games will get their chance for success—at 
the expense ultimately of the operators 
who buy them. 

The position that nothing can be learned 
from past video game successes and fail¬ 
ures is reminiscent of Henry Ford’s defiant 
assertion that “History is bunk.” Ford’s 
own philosophy, that nothing can be 
learned from history, failed him when his 
own company had the misfortune to ignore 
automobile history and put together a car 
which incorporated all the features the 
public didn't want. It was the Edsel. 

Other more sensible industries have long 
recognized the need to analyze the reasons 
for their successes and failures, and they 
use these analyses to point the way to 
future gains. 

Manipulative principles 

Even the motion picture industry relies 
on timeworn principles for its success, as is 
evident in motion picture sequels—such as 
the blatantly manipulative Rocky III — 


which are still able to blossom into box- 
office smashes. 

So, in the same vein, it would appear 
foolhardy for a video game company to 
ignore certain tried-and-true principles 
that have contributed to earlier video game 
successes. One company dedicated to the 
quest of finding a method to all this video 
game madness is a relatively small Sunny¬ 
vale, California, manufacturer, Exidy, Inc. 

Relatively small in relation to its 
neighbor, that is. 

It would have been easy for Exidy to 
adopt a fatalistic attitude that Chance and 
Fate govern all, that he video game race 
doesn’t always go to the swiftest. After all, 
the company is literally surrounded on all 
sides by building after building (over fifty 
in fact!) occupied by a video game giant 
that has become one of America’s cor¬ 
porate success stories. Atari. 

Standing in the shadows of a video giant 
like that, perhaps Exidy’s president, Pete 


Kauffman, could have blamed it all on 
Lady Luck that he’s outnumbered more 
than fifty-to-one on his home field. But the 
man and his company have adopted a stoic 
attitude that its fate lies within itself and 
not within the stars. So Exidy has rolled up 
its sleeves and done some heavy video 
game analysis and engineering, all with an 
eye to turning out exactly the kind of 
product the public wants to play. 

Neighbor’s success 

Kauffman concedes that maintaining a 
stoic attitude has not always been easy, 
especially in the face of the phenomenal 
success of his next door neighbor. “Stick¬ 
ing with this industry is not as easy as it 
seems,” he confided. That would make 
sense, especially if success is based on luck 
alone. But he quickly added, “We’re 
committed to the video game industry. We 
think people will soon realize we’re in this 
for the long-term.” 


Exidy’s Kauffman, 2nd from right, awards a check to “the Wizzers, ”a video game 
design team. The purpose of the in-house competition—to keep the fun elements in 
the games...as well as to possibly uncover a diamond in the rough. 



38 


PLAY METER, July 15, 1982 



Indicating Exidy’s commitment toward 
the long-term, Kauffman revealed the 
company had expanded its research and 
development department and has dedi¬ 
cated itself to generating all its games from 
within. It refuses to hitch its hopes on the 
“stars,” or rather Japanese product avail¬ 
able for licensing. 

“We’re trying to bring some new things 
into the industry,” he told Play Meter. 
“And we’re taking some risks. So, along 
those lines, we expanded our research and 
development department. 

“We also decided not to compete in the 
licensing situations with the big guys 
because they have, in effect, first crack at 
all the licensed games because they can 
produce in greater numbers than us. So for 
me to license games from Japan doesn’t 
make a whole lot of sense.” He also pointed 
out the practice of committing up front on 
licensed games makes the whole matter 
even more unappealing. 

Thus, he said, Exidy has turned within 
itself to turn out product, and that, he 
insisted, will pay dividends in the end for 
Exidy and its customers. 

“Besides,” he said, “it’s a helluva lot 
more fun to create games than license them 
to the Japanese.” 

String of successes 

In fact, Exidy has rolled up quite a 
string of successful licensing agreements 
with other companies where they license 
games from Exidy. Those companies, 
Kauffman said, include Midway, Taito, 
Atari, Centuri, and Sega. 

To keep the fun in the game making 
process, Kauffman has instituted at Exidy 
a regular new game creation contest where 
teams of five employees each—one from 
each of five different departments within 
the company—get together to brainstorm 
on new games. The teams compete against 
one another for cash prizes. The program 
was newly inaugurated when Play Meter 
visited the Exidy facility; so it is still too 
early to tell if any of the team design ideas 
will actually make it out the door as Exidy 
product. But Kauffman seems to believe 
the practice may indeed uncover a 
diamond in the rough. 

Still, it’s the teams of professional 
engineers that the company relies on to 
develop its video game product. And the 
Exidy president points with pride to the 
crew of game designers he has assembled, 
claiming his engineering department turns 
out a higher “hit ratio,” i.e. more actual 
game designs that actually make it to the 
production phase, than probably any other 
video game company in the industry. 
“We’ve probably got the highest per capita 
hit ratio in the industry,” he claimed. 

Charged with the responsibility of 
coordinating these efforts and making sure 
the video product is acceptable on the 
marketplace, Exidy recently appointed a 
marketing analyst as part of the company’s 
brain trust. And brain trust it is. 

Aden Grainger, the marketing analyst, 
is Exidy’s version of Dr. Jekyl/Mr. Hyde. 


Looked upon as an “average guy” by his 
co-workers, he is a soft-spoken, self- 
effacing individual...until the subject turns 
to his area of expertise, market analysis. 
And suddenly his co-workers start to back 



Grainger: Creating a video game is more 
science and less guts. 


off, as though they are in the presence of 
some sort of mad genius. 

Analytical to the core, Grainger will 
readily produce chart after chart to illus¬ 
trate abstractions and conclusions he has 
drawn about video games. And Play Meter 
spent a few hours recently picking his 
brain. 

Gut feelings 

“In the old days, it was all a matter of 
gut feelings,” he started off. “Gut decisions 
were enough to base game decisions on. 
And there are some in this industry who 
have a good feeling for what the public 
wants. But it’s an unreliable method.” 

His reference to gut feelings being 
unreliable is perhaps best illustrated by the 
rise and fall of the television genius Fred 
Silverman. Silverman, described as having 
a “golden stomach,” was able to confound 
all experts for many years by accurately 


predicting which television programs the 
networks should invest in. 

Unfortunately, even golden stomachs 
suffer from indigestion, and so Silverman 
eventually fell from grace. 

Such is the fate, Grainger seemed to 
imply, awaiting any company that tries to 
base its success on guts alone. 

Trying not to rely on gut feelings at all, 
Grainger charts game earnings and life 
cycles, then scrutinizes the games, trying to 
dissect everything about the games. He 
claimed, as a result, to have discovered 
over 100 verifiable video game principles. 
We’re talking about the skeletal structure 
of video games here. 

Play Meter picked a few of these bones 
with Exidy’s marketing analyst. 

What is it exactly players are looking for 
in the games? Play Meter asked him. 

Grainger settled back in his chair, his 
eyes sparkling with delight as he started to 
talk about his favorite subject. 

Classic game 

Frequently making reference to Pac- 
Man , which he said was “a classic example 
of learning video game theory and apply¬ 
ing it to a game,”and Exidy’s newest game. 
Pepper //, which he said will be his first 
real test as a market analyst, Grainger 
began elucidating what he saw as the 
hidden secret appeals of video games. 

(Pepper //, Grainger claimed, is the first 
Exidy game that actually incorporates his 
video game theory.) 

“Players find it inherently pleasurable to 
plot mental intercept trajectories,” he 
stated first off. He explained that players 
enjoy projecting where an enemy character 
or target is going to be. In shooting games, 
that translates to the player having to 
shoot the enemy where it ain’t. 

This principle is evident, although more 
subtly, Grainger insisted, in maze games 


Technicians check out the Pepper II program for flaws. The game, Grainger insists, 
is the application of current video game theory. 
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like Pac-Man and Pepper //, where the 
player has to project if he can reach a 
certain point, like an energy dot, before the 
video monster does. 

A second video game principle Grainger 
touched on was the continual positive 
reward the games must offer. “Games used 
to have the players work a long time before 
they got their rewards,” Grainger con¬ 
tinued, “but today games are offering more 
and continual rewards.” 



Player rewards 

By “rewards,” Grainger said the sound 
the machine makes, as well as the sights, 
and short respites from play action, can all 
be construed as player rewards. The sound 


of a tune on the screen when the player 
reaches a certain level, the changing of 
colors on the screen—these are examples 
of reward to the player, a sort of reinforce^ 
ment showing that he has gotten the best of 
the machine at a certain level. 

The cartoon scenario between the 
second and third screens of Pac-Man , 
Grainger pointed out, is an example of 
how a reward can mean a break in the 
action. 

“Once a player reaches a certain level of 
accomplishment, he needs a little breather,” 
he stated. 

He continued, “You’ve got to remember 
these machines are large bio-feedback 
mechanisms.” They cajole, flatter, encour¬ 
age, and eventually frustrate the player. 
And a good game designer makes sure to 
keep the player playing with as much 
positive feedback as possible, indicating 
that he’s getting the better of the machine 
and is improving in his mastery of the 
game. 

A third principle Grainger offered about 
video games was the use of color, speed, 
and changing forms. In a game, Grainger 
contends, the player is in a position where 
he has to make decisions, and he has to 
make these decisions based upon priority 
assumptions. And the game can assist or 
confound the player, according to the 
designer’s wishes, by the use of color, form, 
and speed, as well as sound. 

For instance, Grainger said, if the player 
is confronted by two threatening menaces 
—one red and one blue—he has to decide 
which one is more menacing so he can act. 



“Now red connotes hostility, urgency, 
danger,” he continued; “so the player 
should know to respond to the red menace. 

Flashing menace 

“But what happens if the blue menace 
starts flashing?” he continued. “That 
should signal a more threatening menace 
to the player.” 

Conversely, Grainger pointed out, a 


! WARNING ! 
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game designer could use the colors, 
sounds, and forms to confound the player 
instead of assisting him at higher play 
levels. If that were the case, then the player 
would have to learn to overcome mental 
obstacles to reach correctly to the blue 
menace since that menace would be more 
threatening than the red menace. 

Such deception in video games, by the 
way, may go a long way toward disciplining 
players’ minds to not jump to conclusions 
based solely upon the brain’s irrational 
color priorities. 


The marketing whiz elaborated at length 
on several other principles he had uncov¬ 
ered, then added, “I would hope that this 
will help get an air of scientific methodol¬ 
ogy to tell us what people want in games.” 

He said he is doing a “methodolical 
analysis of players, but what I’d like to do 
is some physiological testing as well,” 
no doubt hooking up body monitors 
to test various video game influences on 
players. “I would hope we could eventually 
get to that kind of methodology of testing 
games,” he said. 


Grainger, forever the logician, argued 
that one thing that does not belong in a 
game is “randomness. There is a need for 
structure,” he said. “The game must repre¬ 
sent a limited intelligence until the player 
reaches a certain level, then the game 
reaches a phase of enlightenment for a 
period of time. 

“The next level is the interactive game 
where the machine actually senses what the 
player’s reaction is.” 

Proud supporter 

Kauffman, a staunch supporter of 
video game copyrights because of the 
investment his company has made to delve 
into the secrets of video game success, is 
proud of his company’s direction within 
the industry and the industry’s place in 
American society. 

“Video games introduce players to 
logic,” he said. “What outsiders aren’t 
aware of is that video games offer the 
player the chance to try to decode the logic 
programmed into these machines by 
graduate level engineers. The player has to 
learn how to be equal to the programmer. 

“We’re teaching kids the analytical 
process of reverse logic. Not only are we 
building their memory retention,” he 
continued, “but we’re also providing them 
with a medium to follow a logical process 
to a satisfactory end result.” 

Pointing to Exidy’s sophistication and 
commitment to creating new games, 
Kauffman said his company would rather 
create the games than license them. After 
all, “It’s a helluva lot more fun.” • 
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We’re Playing Your Song. 

From the electronic wizards at MARANTZ comes the MARANTZ Ragtime Piano, an exciting, profitable 
addition to coin-operated entertainment. It’s a self-playing piano with a patented computer mechanism that 
uses cassette tapes to control the piano keys and pedals, producing a vivid, “live” performance. Gone are 
the limited selections, brief playing time and mechanical problems of old-time piano roll players. 


That’s Entertainment! 

The Ragtime Piano means music and style that will 
never go out of date. It eliminates the trouble and 
expense of replacing worn piano rolls or changing 
records on a juke box. The Ragtime Piano’s fine 
traditional styling fits any decor, and with the push of a 


eliminates the problems of keeping up with top ten hits. 

Easy to Service 

Modular electronics make the Ragtime Piano easy to 
maintain and unlike other automatic pianos, tuning and 
service is a snap. And with MARANTZ, technical 
expertise is never further than your phone. 


COMING A unique video accessory that lets your 
SOON! guests sing along with the Ragtime Piano 


hidden button, it’ll even play Happy Birthday! 

Plexiglass panels allow customers to watch the 
mechanism and keys in action, and that’s adding solid 
entertainment value. 

Easy to Place 

The Ragtime Piano is a welcome replacement for a 
juke box in many clubs, restaurants and lounges, and will 
open doors that reject juke boxes. It can even perform as 
an ordinary piano; in fact, if a club already has a piano, 
you can install our MARANTZ mechanism and convert it 
easily into a profitable, coin-operated piano. And it 


High Return 

The Ragtime Piano promises maximum return on 
your investment at a substantially lower price than you’d 
pay for an old-fashioned player piano. If you recognize 
the music of profits, give us a call toll free at 
1-800-438-7023. Distributorships available. As always, 
MARANTZ is playing your song: the Jingle of Silver. 



Marantz Piano Co. • Morganton, N.C. 28655 • (704) 437-7135 















PUZZLES 

The pin heard 

'round the world Dy Dill Drohaugh 


INTRODUCTION 

This will be the first installment of a regular department 
featuring quizzes, puzzles, and word games related to coin-op 
equipment. Before 1 ask you to play along with me, though, I 
think you should know something about me and my 
background. 

I am, most of all, an avid games player. I first discovered 
video way back in the days of Computer Space , and I’m so 
addicted to pinball that I have two machines in my dining room. 
I also throw a mean puck on shuffle-alley bowling machines. 

I do some freelance writing on the subject of coin-op, and I 
have talked with some of you over the phone while researching 
my stories, and with others of you in person. I even managed to 
write a story about pinball for Writer’s Digest , the Cincinnati- 


based magazine that employs me as assistant editor. 

This department is going to be a lot of fun, I think—both for 
me and for you. I welcome your input and any ideas you have 
for games. I’m happy to be able to bring this to you, and Tm 
especially happy that I can do so as a part of the Play Meter 
team. 

Recently, a speech was made by someone who was to become a 
major pinball spokesperson. That speech was literally heard 
’round the world. To learn exactly what was said in that speech, 
complete the names of the following coin-op games, then use 
the numbers below your answers to insert the appropriate 
letters into the spaces below to find out the contents of the 
speech and the people who translated the speech into English 
for us. 


Clues 

1. Gottlieb’s___Line pingame 

32 43 36 2 

2. Stern’s Sting,-pingame 

24 7 33 

3. Midway’s Wizard of_video 

42 4 40 

4. Bally’s Nip-_pingame 

46 21 

5. Williams’s Black_pingame 

34 17 41 

6. Game-A-Tron’s Space_video 

18 35 3 22 37 27 

7. Gottlieb’s_God of War pingame 

1 26 8 49 

8. Midway’s_Race video 

16 48 10 25 11 

9. Stern’s Big_pingame 

30 20 13 29 

10. An object important on the backglass of Gottlieb’s 

Pink Panther:_ 

6 19 28 


11. Bally’s_Doggin’pingame 

38 31 12 

12. Midway’s_Shark video 

9 44 39 14 

13. Gottlieb’s_Flush pingame 

5 23 15 47 45 

The Speech 

12 345678 9 10 11 12 13 14 

15 16 17 18 19 20 21 22 23 24 25 26 27 

28 29 30 31 32 33 34 35 36 37 38 39 40 41 

42 43 44 45 46 47 48 49 


Answers will appear in the August 1, 1982 edition of Play Meter. 
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Deep in the sea garden, there was a happy group of aqua¬ 
tic creatures. One day a school of fierce Devil Fish broke 
out of prison and occupied the sea garden. 

The angry King of the Sea appointed the brave Sea Dog to 
conquer the Devil Fish rM . 

Sea Dog would cleverly take advantage of the narrow pas¬ 
sages by fattening them up with bait, then when immobile, 
would attach and kill them. Can Sea Dog save the aquat¬ 
ic creatures? Please give this game a try! 
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HEAD OFFICE 

2, LANE 69, KAN SHAN HENC STREET, 

CH'IEN CHEN DISTRICT, 

KAOHSIUNG(800)TAIWAN, ROC. 
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Silence can 
be golden 

By Laura Braddock 



Romer figures that seventy percent of his 
customers use the headsets. 

— Photos by Lee A. Osterwise 


I n some of Paul T. Romer’s Golden 
Arrow Family Amusement Centers in 
Phoenix, Arizona, it’s so quiet that 
you can probably hear a quarter drop. 
No rockets blasting. 

No frogs splashing. 

No cars smashing. 

Noise is kept to a minimum because 
Romer has adapted headsets to his video 
games in three of his six family amusement 
centers. He said his centers are the first in 
the nation where customers can choose to 


use earphones to hear video sound effects. 

Less sound is coming out of his family 
amusement centers, but more money is 
coming in. Romer’s business has increased 
ten percent or more since he has added the 
headsets. “It’s new,” he said. “The kids are 
going for it.” 

Parents used to drop off their children at 
Romer’s centers, but they don’t drive away 
anymore. “There are more families now 
because of the noise elimination,” he 
explained. And the businessman said he 



Customers’ complaints led Romer (right) to adapting headsets to video games. 
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Contact your local distributor or 
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1841 Friendship Dr., El Cajon, CA 92020 
(714) 562-7000 or (800) 854-2666 












As the Player begins his flight into 
Adventure Land, his airplane is quickly 
surrounded by hot air balloons. 
WATCH OUT! These seemingly 
innocent colorful objects mean 
destruction. 


Immediately the Players flying skills 
are tested.The hot air balloons 
challenge and engage the Player in a 
fierce dogfight.The Player must loop 
his plane to avoid and destroy the 
swirling balloons. 
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As the Player continues his journey 

3731 E. LaSalle Phoenix, AZ 85040 into Adventure Land he encounters 

tel 1 800-528-1442, 602/243-6289 the Maze Tunnel. Now the Player must 

telex 667 499 guide and loop his airplane through 

the labyrinth with precision movements. 


looping is manufactured under license from Video Games GMbH 
















has not received his full profit potential yet 
because many people still do not know 
about the headsets. 

Romer figures that about thirty percent 
of his clientele, mainly customers 25 years 
and older, don’t use the headsets—they 
like the quiet. The games can be heard 
without the headsets, but the volume is 
extremely low, he said. 

Romer, who has been in the amusement 
business nine years, is surprised by this 
fact. “I didn’t think it (percentage) would 
be that high. I ask them, ‘Do you want the 
headsets?’ They say, ‘Hell, no. This is fine.’” 

The other seventy percent of his cus¬ 
tomers, mainly teenagers, use the headsets. 
He said his younger customers tell him 
they can concentrate better wearing 
headsets—other games don’t distract them 
and they don’t have to worry about some¬ 
one poking them in the ribs saying, ‘‘Hey, 
you got a quarter?” 

And since many teenagers have their 
own radio or tape player, equipped with a 
headset, they simply put a quarter in a 
game and connect their earphones to the 
jack on the equipment. 

The headsets are not attached perma¬ 
nently to the machines. Someone who 
wants to use one of Romer’s headsets 
checks out the equipment by signing his 
name. 

No thefts have occurred. Romer said 
that’s because he has well-managed centers 
and his clients respect the rules: “It seems 
like they respect the idea that they can use 
the headsets for nothing, so why rip it off?” 
he explained. 

Romer’s idea is starting to spread. He 
plans to equip his other three family 
amusement centers with headsets, and a 
game manufacturer may also be interested 
in his concept. 

Romer said a Bally/Midway marketing 
staff member told him that the manufac¬ 
turer has a machine in the factory now it 
may adapt to feature a jack for headsets. 

No comment was available from Bally/ 
Midway at press time. 

How did Romer conceive the idea for 
adapting headsets to his equipment? “I 
have had several complaints over the last 
couple of years,” he said. “People come in 
and they ask me, ‘How do you stand all the 
noise?’ Well, it’s to the point where the 
operator gets immune to it more than the 
customers. So I came up with adapting 
headsets to video games because of the 
people complaining.” 

Romer doesn’t grumble much himself 
about the extra work involved with the 
jacks. He said it’s not an expensive opera¬ 
tion—he ordered the headsets directly 
from New York and, excluding labor, it 
costs about $20 per game to install the 
jacks. 

He does all the work himself. It takes 
Romer about fifteen to twenty minutes to 
drill the hole and wire the jacks. “But I 
have it down pat after doing ten or fifteen 
of them,” he cautioned. 

Silence is becoming golden for Paul 
Romer. • 


PEACH .STATE 
Distributing Go. 

For 31 years The Dependable Supplier to the Coin Machine Industry, 
with Quality Parts and Supplies at the Lowest Possible Prices. For... 

• VIDEO ... • INTEGRATED CIRCUITS ... • PHONOGRAPH 

• AMUSEMENT GAMES ...» SOCCER & POOL TABLES 

• ELECTRONIC SUPPLIES ...» VENDING MACHINES 

“We Guarantee Satisfactory Service” 

PARTS CATALOG AVAILABLE UPON REQUEST. 

PARTS DIVISION... 1040 Boulevard S.E. 

Atlanta, Georgia 30312 
Phone 404-622-4401 

Toll Free Phone... 1-800-241-1346 (except in Georgia) 



TOMMY 


GATE 


Designed for 

• Mini Compact Pickups 

• V 2 Ton to 1 Ton Trucks 

• Pick-ups and Walk-in Vans 

• 1 Ton Stake Beds & 

Van Bodies 


Model 64 

Fleetside Chevrolet, All GMC 
Fleetside, Ford and Dodge with 64 
to 65 inch opening, International 
wide box 1969 and later. 
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WOODBINE MFG. CO. 


WOODBINE, IOWA 51579 PHONE (712) 647-2050 
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OUR 'CADES i 

Banking vs. scattering 


o bank or not to bank your video 
games...? 

That’s one of the questions 
facing operators ever since video games 
took off in popularity a couple of years 
ago. Is it more profitable to cluster your six 
Pac-Man machines together or to spread 
them out around your arcade? 

* Banking your games in a large game 
room can have a “positive psychological 
effect” on players, said Murray Panitz of 
New York-based Just Fun, who operates 
several arcades in the northeastern states. 

A bank of Donkey Kongs , for example, 
might have the players elbow to elbow, 
with more spectators watching and waiting 
their turns to play and impress the other 
Donkey Kong fanatics than if the games 
were scattered. 

“Some people like to play next to other 
people and have others watch, and crowds 
(around a bank) direct traffic to that area 
of the room,” Panitz said. “It’s a case of 
‘Monkey see, monkey do.’” 

By the same token (no pun intended), 
banking your games creates what Cliff 
Rydell of Bensar Distributing Co. of New 
Richmond, Ohio, called the “supermarket 
effect.” 

“If the games are side by side, like things 
in a supermarket, people might look in just 
one ‘aisle’ and then leave. But if the games 
are spread out, players standing in lines 


might play a less popular machine, if it’s 
nearby, while they’re waiting,” Rydell said. 

Scott Housefield of Modern Vending 
Sales Corp. Inc. of Indianapolis agreed 
with Rydell. 

Roaming players 

“We do not recommend banking games 
under any circumstances,” he said. “If the 


To get the best of 
both worlds, Panitz 
said he sometimes 
banks “two and 
two”... 


games aren’t together, players will roam 
around the arcade to see what else you 
have while they’re looking for their favorite 
machines.” 

Housefield added that banking games 
makes it “too easy” for players to instantly 
identify every game in your arcade and 
“too obvious” what machines you have. 

“When you bank your games, twenty 


machines look like just twenty machines. 
But if these same games are separated, it 
seems like there’s a greater number of 
different games.” 

Separating your multiples of the same 
game also distributes the players more 
evenly around the arcade, preventing 
crowds from gathering in just one or two 
places. 

To get the best of both worlds (banking 
and scattering), Panitz said he sometimes 
banks “two and two” — a pair of Centipedes, 
for instance, together in one area of the 
arcade and two more Centipedes in 
another spot. 

Visual impact 

He added that he only banks games in 
the larger arcades where the machines can 
create a visual impact. “A lot depends on 
the room. Usually the larger the room is, 
the better (for banking).” 

Whether or not you bank your games is 
best determined by your own operation. If, 
for example, you constantly get in new 
games and rotate out old ones, banking 
might mean rearranging your arcade 
equipment whenever a new game picks up 
steam and you want to double or triple up 
on it. 

Just pick whatever arrangement works 
best for you and your customers. And you 
can take that to the bank! • 





Introducing Our Latest Videoshirts 



• All shirts ore printed on 50/50 
Quality T-shirts. 

• All shirts have 5-color silkscreen design. 

• One dozen minimum per style 

• Sizes: 

Boys: 10-12; 14-16 
Adults: S-M-L-XL 



■\ 



THE WIZ KIDS 

"PRINTERS OF THE OFFICIAL VIDEOSHIRr 

MANY OTHER VIDEOSHIRTS IN STOCK i 


161 Everest Drive, North 

412/751-0020 


Huntingdon, PA 15642 

600/245-6176 
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Amusement Games! 

You need a roadmap to avoid the pitfalls 
along the road to SUCCESS! 


^vjcc£5: 


\ Do? 


Get Professional Help! 

We're not really in the travel business, but our 
experienced sales and technical teams can certainly help 
smooth your way along the road to success in the 
amusement game business. 



We inventory new equipment from ALL of the major 
manufacturers and also offer quality used 
equipment. Additionally, we maintain factory- 
authorized service and technical staffs who are available 
at our offices daily or by telephone if you're “stumped" 
on location. We also maintain the largest parts 
departments in the Southwest, so our customers won't 
have to wait. 

Best of all, we're not high-pressure folks. Most of our 
customers call us often just for professional advice or 
simply to chat a few minutes. We'd like to have you as a 
customer. Give us a call and let our professional 
organization go to work for you% 


“The Professionals Who Build Your Business on Quarters." 

DALLAS 

2455 Irving Boulevard, Dallas, Texas 77207, (214)638-7002 

SAN ANTONIO 

4520 Tejasco, San Antonio, Texas 78233, (512)824-9223 

OKLAHOMA CITY 

720 N.W. 4th, Oklahoma City, Ok. 73125, (405)232-0253 
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STRATEGIES 

for making sure you get to read 
your own copy of PLAY METER 


Strategem No. 3 in a series: 
Arise early... 



Be at our printer's door when it conies 
off the press! 
or. . . 

You can fill in the coupon below for easy, direct delivery of P/ay Meter 
to your home, twice monthly.* Send check for only $50 00 for 24 issues! 


NAME ___—- 

TITLE___ 

COMPANY _____ 

ADDRESS_____ 

CITY_STATE_ ZIP - 

Check one 

□ Operator □ Distributor □ Manufacturer □ Support & Supply □ Other 

*Please allow 4 —6 weeks for receipt of first issue. Outside U.S. and Canada: $150 00 air mail on/y. 

Send to: Play Meter magazine, P.O. Box 24170 , New Orleans LA 70184 


































PR PROBLEMS/ 
PR SOLUTIONS h 

Planning a 
game-a-thon 


H e felt frustrated and helpless as 
only a 12-year old boy/man can 
when confronted with the fact 
that his best friend had a terminal case of 
leukemia. 

“And I went around trying to get people 
to donate blood, and I went around trying 
to get people to raise funds, and I went 
around trying to get the school principal to 
allow buses to be used to take people to the 
hospital to give blood, and all I got was 
dead ends because people kept saying, ‘No, 
it’s terminal, it’s just a waste of time, it’s a 
matter of money,’ and all this other stuff. 
And I kept thinking, my gosh, a person’s 
life is a matter of money?’’ 

His friend managed to “hang on” for 
more than ten years, but Mike Myhal 
never forgot the desperate frustration he 
experienced as a 12-year old. Today the 
Anniston, Alabama, chapter of the 
American Leukemia Society has an 
unexpected $11,000 in its coffers because 
of it. The money was raised during an 
eight-week promotion leading up to a 72- 
hour game-a-thon at Myhal’s Magic 
Mountain arcade. 

But the Leukemia Society wasn’t the 
only beneficiary. About 250 youngsters 
and young adults collected $5,000 worth of 
prizes. Radio station Q-104 discovered 
several new sponsors, and Myhal and 
several dozen area merchants received 
immeasurable amounts of community 
goodwill. Magic Mountain, touted in eight 
radio spots per day for four weeks, fea¬ 
tured in several newspaper articles, and 
spotlighted in two television reports, pro¬ 
bably received about $5,000 to $6,000 in 
advertising, according to Myhal, who 
added, “and good advertising, not even 
advertising but good publicity.” 

But he warned that that shouldn’t be the 
motive. 

“If you make the motivation, ‘Well, OK, 
let me see...I’ll raise $10,000 for Leukemia, 
but I’ve got to get $6,000 in publicity out of 
it,’ you’ll never pull it off,”he said. “People 
will see right through you.” 

On the other hand, you’ve got to be 


prepared to blow your own bugle. “I didn’t 
find out till five weeks into it (the promo¬ 
tion) that I should have my own press 
releases, that I should call the TV stations 
and get them to come out, that I should call 
Play Meter magazine,” he said. But again, 
make sure the motivation is charity and 
not your arcade. 

Keeping in mind the political pressures 
coming to bear on the amusements 
industry in many parts of the country, and 
the fact that many operators have been in 
business less than two years, Myhal has 
several tips for those considering a game-a- 
thon. 


...make sure the 
motivation is charity 
and not your arcade. 


Approaching the radio station(s) 

Having one station, Q-104, as a pri¬ 
mary sponsor worked well in Anniston. It 
is THE station youngsters and young 
adults listen to. But in more competitive 
markets, metropolitan areas for example, 
Myhal suggested approaching all radio 
stations as “co-sponsors.” That way you 
won’t run into the problem of: “Why 
should Z-93 help publicize Q-104’s fund¬ 
raiser?” 

Approaching merchants for prizes 

Myhal suggested using this tactic: 
“Look, you must have an item in your 
inventory that is either going out of date or 
is too high priced so that you can’t discount 


it and make money on it, and you can’t 
move it. So, it’s a better tax write-off at full 
value.” 

Keeping the kids motivated 

Make them sign for the pledge sheets; it 
makes them responsible, and they’re less 
likely to lose them. Call them once a week, 
every week, during the four, six, or eight 
week run of the promotion. Offer extra 
tokens for money raised as a incentive, in 
addition to the prizes and free playtime 
they’re earning for the game-a-thon. 

Clarify the rules 

Clarify the rules for the kids, the 
donors, and the parents. Make sure each 
child knows that he’s part of a team, that he 
doesn’t have to play during the marathon 
to win the prizes, and that he collects 
points for the pledges he collects. Give each 
child an introductory letter to give to the 
people he approaches. 

Carefully explain to the parents that 
children will not be playing games into the 
wee hours of the morning—that adult team 
members will cover those hours. And when 
a child wins X hours for X pledges, check 
with the parent and find out how late and 
on what night or nights that child can play. 

Check the prizes donated by the merchants 

Check the prizes to insure that the 
value stated is the value of the item. “Make 
sure it’s a $10 gift certificate and not a $10 
off certificate,” Myhal said. “That kind of 
thing can come back to haunt you.” It’s 
your promotion, he said, keep control. 

Making the game-a-thon a fun event 

All machines are set on free play and 
the volunteers collect the hours they’ve 
earned through pledge collections. But, to 
stir up more publicity and collect more 
money for leukemia, Myhal tried several 
tactics: 

Pac-Man and Coffee: For a $2 donation, 
adults, on their way to work, can stop by 
for a free cup of coffee and as much Pac- 
Man as they can squeeze in. 
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Instant Specials: In the wee hours of the 
morning, Myhal, sounding groggy, would 
call Q-104, and announce to students at the 
nearby college campus that for a $10 
donation they could pack as many students 
as possible in a car—“Wear your pajamas; 
it doesn’t matter. Come on down here and 
all of you will play free for two hours.” 

The Pinball Smash: For a $2 donation, 
participants received fifteen seconds of 
sledge hammer time with an old pinball 
machine (a tax write-off for Myhal at full 
DRA value). The first participant was the 
mayor of Anniston. The Q-104 DJs did a 


live remote broadcast, and a local TV 
station sent a news crew to record the 
event. 

Expect burnout afterward 

Don’t expect business to zoom up after 
the event although dozens of new cus¬ 
tomers, or potential customers, became 
involved for charity. Having played the 
games for several hours during the event, 
many of these customers are gamed out for 
a week or two afterward. 

Myhal countered this possibility with a 
double-pronged strategy. He shifted some 


of his best new games—some, not all—to 
his route just before the 72-hour marathon 
and brought them back a few days later. 
And he delayed a planned renovation, 
including the addition of a miniature golf 
course, until just after the marathon. 

Can you match Mike Myhal’s generosity 
of sharing his experience with you? Write 
to me in care of Play Meter , or call me at 
404-451-9548. If every operator in the 
country was as generous, mature, and 
aware as 27-year old Mike Myhal, there 
wouldn’t be any publicity problems for this 
column to discuss. • 


Mike Myhal's Rules Sheet 


Collecting Pledges 

1. You can collect pledges from indi¬ 
viduals, businesses or other groups 

2. Introduce yourself, then give every¬ 
one you contact an Introduction Letter. 

3. Ask for a pledge by saying, “Will you 
support our 72-hour game-a-thon against 
leukemia with just 5c an hour?” 

4. You CAN collect less than 5c an hour 
if they say no, you CAN collect more if 
they say yes. 

5. You can collect pledges right away or 
after the game-a-thon, whichever the 
sponsor prefers. 


6. All money and pledge sheets MUST 
BE turned in to Magic Mountain - 

7. Always, always, always be polite. 

Winning Prizes 

Remember: More $ collected = more 
points = better choice of prizes. 

Every $5 in collected pledges = 1 point. 
A current list of prizes and how many 
points you’ll need to win them is posted at 
Magic Mountain. 

REMEMBER: MORE $ COLLECTED 
= MORE POINTS = BETTER CHOICE 


OF PRIZES. 

Playing in the Game-A-Thon 

As a volunteer, you are collecting pledge 
money as a member of a great big team, so 
if you don’t want to play or can’t play 
during the 72-hour event, it doesn’t affect 
your pledges or your winning of prizes. 
Someone else on the team will play for you. 
However, if you collect a MINIMUM of 
$25, you CAN PLAY during the 72-hour 
Game-a-thon event. Call Magic Mountain 
to reserve an available time slot. 


TOKENS • TOKENS • TOKENS 



(STOCK AND CUSTOM) 


FOR ALL MAKES OF GAMES, 
TURNSTILES & VENDING MACHINES 


PRIZE REDEMPTION & TRADE CHECKS 


CASINO SLOT & GAMING COINS 
Phone or write for catalog & samples 

VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 

606 / 231-7100 
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LARGEST 


NEW 


NEW 


INTRODUCING. (5J . 

MONEYMAKING KIDDIE RIDES 


ThaOiujCnd 

KIDDIE RIDES U.S.A 


IMPORTER OF KIDDIE RIDES IN THE USA) 


HYDRAULIC HELICOPER (IT ROTATES) 
"MOST PROFITABLE RIDE EVER” 


HYDRUALIC CALACTICAR (IT ROTATES) 
FLASHING LIGHTS, AND SOUNDS 
"A TERRIFIC RIDE” 


HYDRAULIC RED ARROW (IT ROTATES) 
FLASHING LIGHTS, DIFFERENT MOTIONS 
VARIOUS SOUNDS 


HYDRAULIC RED BARON 
(IT ROTATES) WORLD WAR I TRIPLANE 
"REAL LIFE ACTION” 


SANTA FE TRAIN 
WHISTLE AND STEAM SOUNDS 


LOTUS RACE CAR 
ALWAYS A FAVORITE 


MOTORCYCLE HYDRAULIC GOLDRAKE (IT ROTATES) 

SPINNING WHEELS AND REVING ENGINE FLASHING LIGHTS AND SOUNDS 


BATTERY CARS 


Over 9 Y l muse ments 
children s » mu 


Plus: race cars, trains, motorcycles, animals, 
planes, carousels, boats, etc. 

“WE HAVE THE BEST PRICE...CALL US COLLECT, 
ASK FOR BOB OR MEL” 

‘Tke&njutcd 








FRANK'S 

CRANKS 

'Robotron:' 

'a well-designed gome' 


W illiams’s latest video game, 
Robotron, has many similar¬ 
ities to its previous game 
Stargate. The cabinets are almost identical. 
The sides of the Robotron cabinet are a 
light gray with red and blue graphics. After 
a month on location, the side graphics 
show very little sign of wear. This should 
be good news to game owners because 
games made by other manufacturers that 
have stick-on decals don’t necessarily have 
them soon after the games are used. 

All of the Williams’s video games, the 
first being Defender , utilize the same 
monitor and any one monitor can be inter¬ 
changed with any other. The interface 
board on Robotron is also the same as on 
Stargate. 

To make troubleshooting in the field 
easier, it is possible to convert a Stargate 
CPU board into a Robotron CPU board 
with just two cuts and two jumps. Once 
these modifications are made to a Stargate 
CPU, the board can be placed back into a 
Stargate game, and the modifications will 
not affect the operation of the game. 

This is possible because some extra cir¬ 
cuits are required in Robotron. You can 
therefore put a Robotron CPU board into 
a Stargate game, and it will work. 

The figure shows the top left section of a 
Stargate CPU board. First locate chip 5A 
which is a 7404 Hex inverter. Cut off the 
ground foil leading to pin 3. Next locate 
chip 6F which is a 7408 AND gate, and cut 
off the ground foil at pin 3. Connect pin 3 
of chip 5A to pin 3 of chip 6F with a six- 
inch length of wire (use 22-gauge wire or a 
slightly thinner wire). 

Simple to connect 

The second modification is to run a ten- 
inch length wire of the same gauge from 
Pin 4 of chip 5A to Pin 32 on edge con¬ 
nector 1J4, which is a 40 pin ribbon cable 
header located on the top edge of the CPU 
board. To make life easier, take note of the 


hole in the CPU board one inch below 
connector 1JR. If the wire is fed through 
this hole, it will be a simple matter to 
connect the wire up to Pin 32 from there. 
That’s all there is to it. 

Last month I wrote that numerous 
problems were occurring in the book¬ 
keeping sections on Defender and Stargate , 
and Williams hasn’t been able to explain 
the reason. With some further research, I 
found that there may be three reasons for 
these games to lose their bookkeeping 
memory, and it’s not Williams’s fault. 

The first has to do with the memory pro¬ 
tection circuit. Williams’s games have a 
switch on the frame of the coin door called 
the memory protect switch. When this 
switch is closed, information cannot be 
written into the CMOS RAM circuit. This 
protects the bookkeeping memory from 
receiving “garbage.” If this switch is bad, 
the bookkeeping circuit will not be pro¬ 
tected. 

On Defender and some Stargate games, 
a 4148 glass diode (labeled D14 on the 
CPU board just to the left of the batteries) 
was used in series with the three batteries 
that are part of the memory circuit. Many 
of these glass diodes have cracked from 
parts falling on them. On most Stargate 
and all Robotron games, Williams has 
changed to a 1N4001 diode (labeled DIO in 
Robotron) that is more reliable and more 
durable than the 4148 diode. This makes 
the Robotron memory circuit reliable. It is 
suggested that any broken glass diodes on 
Defender and Stargate be replaced with 
4001 diodes. 

Weak batteries 

Loss of bookkeeping can also be the 
result of weak batteries and/or a “flaky” C 
MOS RAM. The specifications on the C 
MOS RAM say that it needs a minimum of 
3.0 volts to operate correctly. In reality, 3.5 
volts is required. The three batteries, when 
new, put out 4.5 volts (They are hooked up 


in series.). The D10 diode (IN4001) drops 
this voltage approximately 0.4 volts. The 
three alkaline AA batteries will last about 
one year. 

Since Defender has been out much 
longer, it is definitely time to change all of 
your Defender batteries. If you find a leaky 
battery, chances are that the diode (D14 or 
D10) has shorted out. With this informa¬ 
tion, I must apologize to Williams because 
once these memory sections are operating 
correctly, the bookkeeping will be accurate. 
There is nothing wrong with the design of 
the bookkeeping circuit. 

Having the cashbox under the coin 
door with its own compartment has been a 
blessing. There is no need for the service 
people to open the cashbox door. There is 
no need for the collector to open the coin 
door because Williams has installed a 
push-button switch on the top of the cash- 
box compartment. By depressing this 
switch once, the bookkeeping information 
will appear on the screen. Depressing the 
switch again will return the game to game 
over mode. 

The two eight-position joysticks are the 
newly improved models made by Wico 
Corp. The stick shaft is thicker and the 
bushings and metal washers are stronger. 
So far I have not heard of one of these joy¬ 
sticks breaking. The overlay on the control 
panel is much improved over the plastic 
overlay material used on Stargate. The 
buttons for the first and second player 
buttons are “see through” and light bulbs 
are located under the buttons. You can’t 
really notice that these buttons are lit, and I 
don’t think it makes much difference but it 
worked out positively anyway. 

When you are working on the control 
panel in a dark area, these bulbs definitely 
help! Maybe Williams planned it that way 
after all. A hook and chain have been 
attached to the control panel so it won’t hit 
the top of the coin door when pulled open. 
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BEHOLD...CENTURI BRINGS YOU 
THE DEPTHS OF SPACE 














Are You Ready To Discover A 
Completely New Video Experience? 
Then step inside. 

That’s right, step inside. Our unique “wrap¬ 
around” cabinet makes it possible. Combined 
with realistic sound effects and outstanding 
graphics, Tunnel Hunt* becomes more than just 
another video game. 


set YOur sights 


You Play Most Video Games. 

with Tunnel Hunt 
You Become A Part Of it. 


Hold on 

Grab the four-way joystick and get ready for 
the flight of your life. Acceleration is automatic, 
but keep your course. Hit the walls of the 
space tunnel and you’ll lose speed. 


In the distance the enemy 
craft close in...the smaller 
the target the higher the 
point value. Miss the 
attackers and risk your own 
elimination. 





Blinding Speed 

We challenge you to find 
a game that offers the 
speed and excitement of Tunnel Hunt 



Dimensions: 

Height: 73 inches/185.4 centimeters 
Width: 25.5 inches/64.7 centimeters 
Depth: 40 inches/101.6 centimeters 
Weight: 320 lbs./400 lbs. in crate 


TUNNEL HUNT 

Tunnel Hunt " is manufactured under license 
from Atari®. 



We re inventing What The Future will Bring. 


Centuri, Inc., 245 West 74th PI., Hialeah, Fla. 33014 • Phone. 305-558-5200 • Telex: 803694 ANSB Centuri • Cable CENTURI 








































Monitor covers 

The monitor cover on Robotron is 
made of tempered glass. This is better, I 
feel, than the plastic monitor covers used 
on Defender and Stargate. I have seen 
numerous plastic covers broken while very 
few tempered glass covers have been 
broken. Atari uses the tempered glass 
monitor covers on its later games ( Centi¬ 
pede and Tempest). 

The monitor is easy to work on and is 
also easy to adjust. A mirror has been 
placed on the frame above the back of the 
monitor chasis. By removing two bolts, the 
monitor can be slid back a few inches, and 
the screen can be viewed by looking in the 
mirror. This makes all monitor adjust¬ 
ments easy. 

The old way was to stick your arm into 
the monitor and stretch your body so you 
could see the front of the game. This 
usually resulted in you either pulling a 
muscle in your neck, back, or arm, or 
getting electrocuted when your fingers or 
arm bumped into the high voltage section. 
Some smart mechanics carry a mirror 
with them to adjust monitors. 

Negative points 

Some of the negative aspects of 
Robotron are: 

1. The easily breakable and easily 
removable marquee. Williams has used 
metal guide rails to hold the marquee in 
place that are much better than the easily 
bent plastic rails used on its past games. I 
am constantly replacing the marquee and 
have now gone to using either wood or a 
solid plastic as a cheaper replacement. 

2. The speaker grill covering is very thin 
and cheaply made. It’s a simple matter to 
rip this grill apart from the outside or put 
your fingers through it. And it’s also 
expensive to replace. Once the grill is torn, 
someone will surely poke holes in the 
speakers. Most other manufacturers are 
using durable metal speaker grills. Why 
not Williams? 

3. The circuit boards are mounted to the 
back door. In many instances, the back 
door is torn into pieces when a game is 
broken into from the back. It’s bad enough 
to have to cut a new back door, but how do 
you fix circuit boards that are cracked in 
pieces? There is plenty of empty space 
available on the side walls of the cabinet. 

4. The bottom back door swings open 
on hinges which makes it difficult to work 
on the game without pulling the game far 
away from the wall. The open door also 
blocks out light. 

Positive features include: 

1. A handle on the top back of the cabi¬ 
net to make it easier to tip the game back 
onto a hand truck. 

2. A volume control that is located on 
the right side of the cabinet, easily reached 
from the coin door. 

3. An on/off switch located on the top 


of the cabinet toward the back that is easily 
accessible without moving the cabinet 
away from the wall. 

It’s helpful to know that ROM 12 must 
be good in order to utilize the self-test 
mode. If ROM 12 is bad, the game will 
probably lockup. Sometimes there may be 
a problem when one of the 24 RAMS is 
bad. You may get lucky and be able to 
move the bad RAM to a position where the 
game will operate. However, it’s a good 
idea to carry one spare RAM in your parts 
case. 


Robotron , in general, is a well-designed 
game that will hold up. I recommend that 
the game be operated on liberal settings 
because most players will find the game 
difficult to master. The average time of 
play should be more than one minute, or 
players will feel they are being ripped off. 
All that really has to be improved is the 
plastic marquee and speaker grill cover. I 
rate Robotron a 9.0 out of 10. 

Thanks to Jim Kline, service manager at 
Williams, for the time he has taken to go 
over aspects of the games. • 
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COIN OF 
VANTAGE b 


Inexpensive and expensive 


repairs on 

M y favorite pinball manufacturer 
since the introduction of solid 
state to the game has been Stern 
Electronics, as proven by the plurality of 
Stern pins on my route. 

The smartest thing the company did 
fiom Day One was making its circuit 
boards interchangeable with those of the 
industry’s leading manufacturer, Bally. 
From there, Stern placed on the market a 
consistent assortment of innovative and 
entertaining pinballs. 

Stern also should be praised for not 
constantly changing from the fundamen- 


Stern pins 

tally sound mechanical workmanship the 
firm inherited from Chicago Coin five 
years ago. 

By staying with the same inventory of 
mechanical play-field parts for so many 
years, the company has alleviated the 
serviceman’s problem of having to buy 
more and more different styles of parts for 
the same mechanical assemblies, such as 
slingshot kickers and flippers. 

The one hitch is that some of Stern’s 
parts break more frequently than other 
manufacturers’ parts. For instance, Stern 
slingshot kicker cranks should always be 


present in your parts box. They break a 
lot. The good thing is that they are simple 
to replace and inexpensive. 

Stern’s most disturbingly faulty part is 
its flipper pawl which also breaks more 
frequently than the competition’s flipper 
pawl. This part was changed in design a 
few years ago, but it remains a weak link, 
so to speak. 

The weak portion of the older pawl was 
the stud that fit into the plunger link. The 
weakness on the new pawl is the stud that 
actuates the end-of-stroke switch (similar 



The Best 
Book in the 
Business to 
Help Keep You 
in Business 


. SSS * 58 
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route 

70 SUCCESS 


You’re not alone if you think you have 
loads of questions about how to success¬ 
fully operate a route. I had plenty when I started 

I now operate a successful route and I want to show how you can 
benefit from my experience. With my book, Amusement Machines 
Your Route to Success, you’ll learn, step-by-step the requirements 
and practices of building a successful route. 

You’ll learn things like simple accounting procedures, rotation 
plans, financing, basic machine maintenance, and much, much more. 
I’ve learned some of these the hard way so you won’t have to. 

I won’t kid you either, you’ll have to work. But you’ll be in a position 
to make your route successful, sooner! Take the time to learn the 
right things first with my book. 

For much less than the cost of a sales call, you can get a copy of 
the best book in the business to help keep you in the business. 


I 
I 
I 
I 
I 
I 
I 
I 
I 

| Send to: Publishers’ Press Co., 1935 S.E. 59th, Portland, Oregon 97215 


Share your knowledge with me. Send me a copy of Amusement 
Machines: Your Route to Success. I’ve enclosed $19.95 plus $2.50 
postage & handling. For fastest delivery, order C.O.D. or enclose 
money order. 

Name: __ 

Address:___ 

City: __ 

State:_ 


□ Visa □ MasterCard 
Number:__ 


-Zip: __ 

□ Check 


Dept.-No. 4A 


Exp. Date:. 
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to Bally’s flipper pawl of the 1960s and 
early 70s). 

Simple, but costly 

The pawl is simple to replace, but the 
problem here is its price. Whether you buy 
it from the distributor or a general parts 
supplier, the new part will cost you more 
than $6. And that’s too much. Sure, the 
enterprising repairman can drill a hole in 
the broken pawl and fashion a new stud, 
but who can get enthusiastic about drilling 
on location—or anywhere? 

A part that costs so much could at least 
be manufactured to last over the long haul. 
This could be achieved by using better 
metal or by making the stud replaceable— 
something like Gottlieb’s past replaceable 
coil stops that fastened to their brackets 
with elastic stop nuts. 

In these economically trying times, 
matters such as high-priced parts assume 
greater importance. Just as important to 
operators are equipment prices and 
deciding which games are truly worth 
buying, especially in light of the soft 
pinball market. 

Stern has been very active in producing 
pins so far this year. Two contrasting 
games that were introduced back-to-back 
were Dragon Fist and Iron Maiden. 

Dragon Fist is a standard-body pin with 
a martial arts theme, and I think it’s a 
knockout. My favorite feature is the 


spinning target that awards a special for 
twenty, forty, sixty, or eighty pins, as 
indicated on a back-glass display. 

A player hitting the ball hard enough to 
achieve sixty or eighty spins is unlikely, but 
the numbers collect until the spinner 
pauses so conceivably you can hit a ball 
through the target several times to achieve 
the higher totals. At the same time, the ball 
can descend and cause the spinner to 
stop—a strategy that can be employed by 
the extremely skillful (or lucky) player. 

A spinning obsession 

For some players, the spinner could 
become an obsession within this conven¬ 
tionally designed pin that does well 
without multiball, multilevel, or speech. 

Also, the colors used on the play field 
are especially appealing. This is the type of 
game that might be overlooked by many 
operators, but it could turn into a satisfy¬ 
ing sleeper. 

“On the other hand, she had warts.’’This 
cornball expression could describe meta¬ 
phorically Stern’s wide-body, multilevel, 
multiball effort, Iron Maiden , which might 
cause mixed feelings among players. 

This is one of Stern’s most unusually 
designed games ever, and it leans toward a 
unique complexity that might go unappre¬ 
ciated by the less-than-avid flipperphile. 

I read in Play Meter a description which 
said Iron Maiden's play field has “every¬ 


thing, including the kitchen sink.” Well, if 
not the entire sink, at least the drain. A 
more accurate sales pitch might have been, 
“It’s got everything except a thumper 
bumper.” 

Worthwhile features introduced on Iron 
Maiden are sequential drop targets that 
may be completed in ascending or descend¬ 
ing order and a set of three stand-up targets 
in a nook of the play field where the ball 
can rattle around and hit more than one 
target per shot. 

Extra ball payoff 

The game offers a timer feature that 
accumulates up to 25 seconds during play 
and pays off with an extra ball after the 
final ball has drained. When that time 
elapses, the solenoids stop working and the 
ball dies for good. 

The graphics and lighting are this game’s 
most inspired features, while its most 
glaring deficiency is that it has no speech. 
This is unfortunate, since the back-glass 
art looks like a “heavy metal” treatment of 
Bally’s notable talker, Xenon , and Iron 
Maiden could use the help. 

Iron Maiden's playability drawback is 
that the ball action bogs too often over its 
vast play field, except during multiball 
play. The game demands a skillful shoot¬ 
ing touch which will probably confuse or 
alienate players who enjoy “jamming” on 
faster-paced games. • 


P.C. BOARDS 

—Fully Licensed, No Knock-Offs! 

CABINETS 

—Eosily Adoptoble To Any Gome! 

MONITORS 

—The Lotest In Video Technology! 

GAME PARTS 

—Power Supplies, Isolation Transformers, 
Joysticks, and More! 



EASTERN MICRO 
ELECTRONICS, INC. 

12D World's Fair Drive 
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Technical Topics 


PROGRAMMED TEST NO. 10 

Pulse Forming Circuits 

[NOTE: Lesson 10 appeared in Play Meter , July 1 issue] 

Editor's Note: The material below is a serialization of the Kurz Kasch correspondence course for electronics, 
designed specifically for the coin-operated amusement industry. This course is copyrighted and owned by 
Kurz Kasch of Dayton , Ohio and its reprinting is being sponsored jointly by Kurz Kasch and Play Meter magazine. 
This material is authorized for publication exclusively in Play Meter magazine. 


INSTRUCTIONS : The purpose of this test is to guide you step-by-step thru actual circuit design problems. 
Also , many of these tests will provide you with additional design technique. Most important , these tests will provide 
you with a gauge to establish your degree of understanding of the material covered in the text. The test is programmed. 
Start at block one and then follow the numbered instruction associated with your answer. 


1 


4 


What device forms the basic contact bounce eliminator? 


The formula for the frequency of an astable multivibrator is: 


a. NOT GATE GO TO BLOCK 11 

b. RS Flip-Flop GO TO BLOCK 16 

2 

YOU ARE CORRECT! 

In the TTL mono-stable shown below, R = 200 Q. What 
must C be if the ON time is 0.8 msec? 



i 


GO TO BLOCK 15 

3 

YOU ARE CORRECT! 


I 

F =- 

2 • RC 

Plugging in the given values, we have: 


33 


I 

(2) (1.5) (C) 


solving for C: 


(2) (1.5) (3.3) 99 

= .01 pf 

You have completed the test for lesson ten. However , 
before going on you should review any area in this lessen 
you do not fully understand. 

5 

YOU ARE INCORRECT! 


What determines the ON time of this mono-stable? 


Refer to the text and return to BLOCK 8. 



a. R 

b. C 

c. R x C 


GO TO BLOCK 17 
GO TO BLOCK 14 
GO TO BLOCK 10 


6 

YOU ARE INCORRECT! 

Refer to the text and return to BLOCK 12. 

7 

YOU ARE CORRECT! 


60 


Design an astable to oscillate at 33 kilohertz. Use Ri = 
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fl? = 1500 ohms. 

GO TO BLOCK 4 

8 

YOU ARE CORRECT! 

In the mono-stable shown below, the propagation delay of 
gate A is Ta, and gate B is Tb■ How long will the mono¬ 
stable stay in the unstable state? 



a. Ta GO TO BLOCK 3 

b. t b GO t0 BLOCK 5 

9 

YOU ARE INCORRECT! 


How many stable states does an astable multivibrator 
have? 

a. One GO TO BLOCK 6 

b. None GO TO BLOCK 7 

13 

YOU ARE INCORRECT! 

Refer to the text and return to BLOCK 10. 

14 

YOU ARE INCORRECT! 

Refer to the text and return to BLOCK 3. 

15 

The equation for a mono-stable’s ON time is: 


Refer to the text, then return to BLOCK 16. 

10 

YOU ARE CORRECT! 

Can the output pulse from this mono-stable be longer than 
the input pulse? 



a. YES 

b. NO 


GO TO BLOCK 13 
GO TO BLOCK 2 


11 


YOU ARE INCORRECT! 

Refer to the text and return to BLOCK 1. 

12 

The duty cycle is defined as the ratio of ON time to re¬ 
covery time. Therefore, 

0.8 msec. 

Duty cycle = -= 40% 

2 msec. 

Did you get the same result? If not, check your work before 
proceeding. 


T = 0.8 RC 

Plugging in the five values: 

0.8 = (0.8) ( 0.2 ) (C) 

solving for C: 

0.8 


C = 


= 5 uf 


( 0 . 8 ) ( 0 . 2 ) 

Did you get the same result? If not, check your work before 
proceeding. 

If the recovery time of the above mono-stable is 2 msec., 
what is the duty cycle? 

GO TO BLOCK 12 

16 

YOU ARE CORRECT! 

What determines the time a mono-stable remains in the 
unstable • state? 

a. Its internal components GO TO BLOCK 8 

b. The input pulse duration GO TO BLOCK 9 

17 

YOU ARE INCORRECT! 

Refer to the text and return to BLOCK 3. 


Coming up next: Power Supply Design Course 
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CRITICS 

CORNER: 

Save the humans! 

Quick action demands expertise 


S o here it is the heart of the summer 
and things should be fairly well 
sorted out. I’m finding that the 
equipment keeps coming hot and heavy 
with an overabundance of product that 
makes it almost impossible to get to every¬ 
thing, so try to bear with me as I begin my 
third installment of the new Critic’s Corner. 

The more closely and critically I become 
involved with video, the more I wonder, 
given the current state of the art, whether 
xy or rastar is best and if players really 
care or notice the fine difference between 
the two. There’s also lingering suspicions 
about those places that only have video 
games and have totally given up on 
pinball and whether they’re really pro¬ 
viding all that they should for their clintele. 
And I wonder if the space taken up by the 
fifteenth Pac-Man has incrementally made 
such a big difference in earnings or if the 
lowest earning video in the place might not 
be better off as a pin game or some hybrid 
model. 

Elsewhere the scramble goes on for the 
home market knock-offs in computer car¬ 
tridge format or hand-held. The war 
doesn’t seem to be abating one bit. More 
on this next issue when I’ll offer an over¬ 
view of the Consumer Electronic Show 
held in Chicago the beginning of June. It 
should prove interesting, to say the least, 
since there’s so much going on. But now for 
the games at hand—marking for the first 
time a CC without a pinball. 

Williams’s Robotron 

What can you say about an old-line 
company that’s a relatively new kid on the 
block but has proven its worth with only a 
single game: Defender ? And now comes 
the next in line hoping to carry on the 
legacy, which it seems to be capable of 
doing. 

PLAY: With only two joystick controls, 
both eight-directional, the left for maneu¬ 
verability and the right for firing, this alone 
is like trying to rub your stomach and pat 
your head at the same time. Robotron is 
fully loaded. The screen is filled, literally, 
with such creations as tanks, spheroids, 
enforcers, grunts, hulks, electrodes, and 
people—not necessarily in that order. 
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Suffice it to say that there’s more than 
enough of everything everywhere with fast- 
paced action that only gets more so with 
each succeeding level of play. The strategy 
of the game is to direct a mutant clone, 
armed with special optic lenses, against the 
robot forces who are out to get the last of 
the humans—so much like Defender —the 
purpose here is not only to destroy but also 
save the little folks on screen, with both 
resulting in points. 

ANALYSIS: Robotron is an incredible 
game because so much is happening at 
once. In fact, some may even think that 
there’s too much. The screen is literally 
filled to the rafters on each succeeding level 
of play, and the many who will try their 
hand(s) at it will need to be very, very 
quick. Because of this, Robotron won’t be 
for everyone. There will be those who will 
get burned right away and maybe even 
turned off as a result, but others will keep 
coming back for more and improving 
along the way. It’s almost an intangible, 
non-programmed feature that is very much 
a part of the game play. 

Utilizing the entire screen, the player is 
thrust in the middle of the action and must 
then blast, rescue, and maneuver around 
the board. He must accomplish the task of 
getting everything in sight that can be 
gotten, without getting wiped out, before 
moving on to the next level and then the 
next and so on, with subtle nuances along 
the way. 

GRAPHICS: I wonder if Williams hasn’t 
come up with some new colors, because 
Robotron seems to have it all. It’s bright, 
lively, and the effect when a wave is com¬ 
pleted is almost worth the price of admis¬ 
sion. If anything, this aspect of video seems 
to only get better, for the most part, and it 
has to have an impact on the player. Add to 
this some very good sound, and you have a 
strong package. 

PROS & CONS: At first sight, there’s no 
question that Robotron is visually an 
exciting game, but players are going to find 
that behind the colors and images is some 
lightning quick action that demands a 
certain level of video expertise and com¬ 
fort. It’s not going to be for everyone, but 
then, what game is? However, different 


than most games, Robotron tends to pro¬ 
vide extremes of quick quarters even if the 
scoring by a player is low or high. 

An example is that I’ve watched players 
get into the hundreds of thousands and 
they’ve done it, seemingly, in less than a 
couple of minutes. For any operator the 
implications are clear. In addition, the use 
of only two joysticks is bound to be appeal¬ 
ing as the trend continues with simplistic 
controls and more activity on the screen. 

However, here, it might be misleading 
since the functions of both make it essential 
that a player know what his left and right 
hand are doing, separately from each 
other. All in all, though, there’s more than 
enough to tax the great player or allow the 
novice a progressive learning experience to 
hone his/her skills. 

RATING: There’s a high level of activity 
which is very different than any other video 
game in terms of its effect and demands on 
a player. But the challenge and excitement 
is definitely there for a solid #### as 
Williams continues to roll on in video. 

Atari’s Dig Dug 

Atari has accomplished so much that I 
was surprised to see this newest effort 
which reminds me of a model Bally was 
showing at the AOE called Rocky Roto. 
What the relationship might be, I don’t 
know. Following on the heels of Tempest 
and the combination of this and Asteroids 
in the guise of Space Duel , the selection of 
this acquisition, under license from Namco, 
seems to not be in keeping with the general 
flow of development coming from Atari. 
Maybe this is just a fill-in while they ready 
their next heavyweight contender. 

PLAY: A joystick and button control take 
the player on a create-your-own-maze- 
type of game which is billed as the result of 
‘visioneering’—a term for new engineering 
techniques and greater memory capabil¬ 
ities. The screen is portioned into different 
color levels, with the top being blue and the 
bottom being yellow, brown, and a darker 
brown—the shades of the dirt below. 

The object for players is to maneuver 
Dig Dug around, creating tunnels along 
the way, to avoid Pooka, a little red tomato 
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villain, and Fygar, a fire-spitting green 
dragon. These little creatures come alive 
when exposed to the air in a tunnel or cave, 
and it’s then that the player must move 
around the board and try to trap the guys 
by surprise. The player pumps them up 
until they burst, or lays a trap by digging a 
tunnel under a rock so that when either 
pass they’re squashed. 

In addition, there are vegetable prizes 
around for Dig Dug to collect and in so 
doing, gain extra point totals. When the 
Pookas and Fygars are destroyed, either 
directly or from being led to the surface 
where they can escape, the game will begin 
at the next level of play and so on. 
ANALYSIS: Similar to Tempest , Dig 
Dug provides players with an opportunity 
to choose from a different number of skill 
levels at the beginning of the game, and 
when the game is almost over, (Remember 
Stern’s Super Cobra?) the player has the 
option to continue play at the same point 
by inserting another coin. The strategy of 
play really isn’t too bad because it gives an 
individual a chance to freelance and create 
his own patterns. This could be thought of 
as a further involving and interactive 
quality that is sure to attract many types of 
players. In addition, you have cute little 
personalities running around the screen. 
Many of the new games try this approach 
to appeal to a wider range of people— 
especially women. And it’s not too difficult 


to learn what to do. This adds up to a solid 
integration of visual display, technological 
capabilities, and simple player controls 
and directions. 

GRAPHICS: Dig Dug is colorful, espe¬ 
cially with its split-up screen that can catch 
the eye of anybody wandering by. But, 
with the overwhelming success of Pac- 
Man, everyone seems to be searching for 
that element of character appeal that might 
prove to be the difference and set a particu¬ 
lar model above and beyond the pack. 
Here there are three distinct characters 
that are embellished a bit more than might 
have been thought necessary a few years 
ago. The result is effective, although not 
earth-shaking (no pun intended). 

PROS & CONS: In this day and age of the 
video game, almost all games can generate 
some income, and this effort should prove 
no different, although its staying power 
might be in question. Even with the 
broadening factor of no set pattern or 
maze to follow, the ultimate rewards might 
not be enough to keep players coming back 
for more. One point in its favor is that it is 
different from the rest of the games it will 
be competing with, but is it different 
enough in this day and age? 

RATING: Like in the old days of pinball 
when everything wasn’t an out and out 
winner. Dig Dug seems to be a strong, 
standard game that might find a niche for 
those who are playing the field of what’s 


available at their local game room, and for 
this we’ll give a ##*/$ and hope for more 
next time from this major force in the 
industry. 

Rock-Ola’s Pioneer Balloon 

Ever since this legendary name in the 
coin-machine industry decided to enter the 
new game in town with video, its efforts, if 
nothing else, have resulted in a series of 
stylistically distinctive machines which 
have offered colorful action, a storyline, 
and even a plot. 

PLAY: The Fifth Dimension might want 
to sing “Up, Up and Away” if they saw this 
video game which has players maneuvering 
a pretty lively hot air balloon through all 
means of peril. At first it’s the Old West 
and covered wagons below, from which 
arrows are shot to down the balloon. In 
addition, there are birds soaring around in 
the sky which also need to be hit before a 
player can move on to action that features 
natives throwing boomerangs as well as 
those ever present birds. 

The next threat takes place over water 
and, besides the birds, floating gorillas 
below are hurling coconuts trying to wipe 
out the balloon. If the player can get by 
this, the balloon is suddenly caught up in a 
sequence marked by swirling tornados 
which have to be passed through in order 
to return back to the old frontier and 
horse-drawn cannons before it’s on to the 


Pac-Man 

& 

Grits 

Both of 'em—Good Eatin 1 . We don't sell the grits. But, 
when it comes to serving up the finest coin-op equipment 
around, you can't beat our Southern hospitality. With over 
50 years experience, we can offer the best games at the 
best prices. 

BIRMINGHAM 

VENDING COMPANY 

540 2nd Ave. North 
Birmingham, AL 35204 

205/324-7526 




nESOUSHH? 


EXTRACTOR 

Easy-to-Operate Control Center is 
Compact 

Desoldering Vacuum Operates on 
Shop Air 

Controlled Heat and Vacuum are in 
the Same Handpiece Tip 

• Easily Releases 
Components from 
Double-Sided PC 
Boards 

• Superior Technical 
Manual 

men 


_.irCR 


Available from Kimco 


AFTER REPAIR with SRS-050 Kit, the Pad 
and Eyelet have been neatly replaced. 


130 N t 32nd St H Laudetdale FL Jo buo 327 4133. (in FL) 1 800/432 4839 


PLAY METER, July 15,1982 


63 






landing at Fort Freedom. The player then 
completes the round and gains the chance 
to do it all again. 

ANALYSIS: In Pioneer Balloon the 
action departs from space with side to side 
movement and the obstacles below and 
above on a course that methodically moves 
from one detailed sequence to the next. 
This repetitive play might prove a positive 
for some players or a negative for the same 
reasons depending upon what an individ¬ 
ual wants for his quarter. However, given 
the chance, this game can grow on players 
if they’re looking for sublevels with their 
entertainment, and by this, I mean the 
relationship of the plot to the action. 
GRAPHICS: As has been the case with 
Rock-Ola’s previous games, the real 
emphasis isn’t so much on the complexity 
of game play or loaded up features, but 
rather on detailed storyboards where an 
almost cartoon-esque effect is the major 
draw and power that the machine must live 
or die with. The sound effects complement 
the display, but it is really the visuals which 
take up the attention and importance of 
the total package. There’s good use of 
color. 

PROS & CONS: Pioneer Balloon is a 
conventional effort that really doesn’t 
bring anything dramatic into play. In 
many ways, Rock-Ola seems to be locked 
into a predictable pattern because of the 
nature of its games and the seemingly 


critical need for that graphic strength over 
almost everything else. Maybe the real 
need is to have their cake and eat it too with 
games that don’t sacrifice visual repre¬ 
sentations for the sake of more sophisti¬ 
cated play. However, for now, the thinking 
seems to be clear and might lead an opera¬ 
tor to question whether the variation on a 
theme is sufficient to invest in floor space 
and highly similar, although graphically 
different, action. 

RATING: Once again it’s a question of 
cute, living cartoons and whether distinc¬ 
tive visuals can carry a machine over the 
long haul. So for Pioneer Balloon , let’s 
think of it as a strong ## and hope that 
succeeding models bring about a new 
plateau rather than a rehash of the stan¬ 
dard fare. 

Well fun seekers, what seems to be evi¬ 
dent in terms of video is that many com¬ 
panies and models are really only giving 
players more of the same. True, there are 
some notable exceptions, but even these 
will become obscured when competitors 
see a chance to imitate rather than 
innovate. The result is that players are 
really only getting a limited choice of 
action on screen, and the time will come, 
soon I feel, for diminishing returns which 
will force new development and greater 
creativity to bring about the next level of 
games. Operators need to be more selective 
in gauging what a given location can 


handle. 

Unfortunately, what I have seen more 
and more of, which may be a cause and 
effect of circumstance, is the large location 
that has multiples upon multiples of given 
models so that out of thirty machines, 
players might only have a choice of a dozen 
different games. It is a problem and is 
going to have to change somewhat over 
time just to reflect a more total array for 
players where they can have the chance to 
spread out their money. 

Another factor is that video is falling 
into a trap which seems to be indicative of 
the industry. It hasn’t been that long since 
pinball was the game and manufacturers 
who were turning out flipper machines 
were having a hard time filling the demand. 
Everything, good, bad, or otherwise, 
seemed to be needed, and as a result, the 
companies stuck to what was tried and true 
rather than risking developments which 
might have led to machines which departed 
from the norm and ran counter to the 
majority of design trends. Only when 
things got tough did the efforts come. 

Now video is following the same pattern 
as the cycle continues with the new form of 
entertainment, and the question is when 
the manufacturers will find it timely to 
bring on the next generation of equipment. 
It makes one think if anyone ever learns 
from past history. And with that said, until 
next time, be well and prosper. • 


SSiN TOKENS • TOKENS • TOKENS 



(STOCK AND CUSTOM) 


FOR ALL MAKES OF GAMES. 
TURNSTILES & VENDING MACHINES 


PRIZE REDEMPTION & TRADE CHECKS 


CASINO SLOT & GAMING COINS 
Phone or write for catalog & samples 

VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 

606 / 231-7100 




< 
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Pizza man 

Luigi , a marionette dressed as a pizza man 
against an Italian backdrop, talks and 
dances as Italian music plays in the back¬ 
ground. 

United Billiards Inc., manufacturer of 
Luigi , calls him a second-generation 
Bimbo after the company’s Bimbo, the 
dancing clown. Luigi is equipped with the 
United Billiards’s patented “works-in-a- 
drawer” mechanism, which the company 
said makes the electromechanical game 
maintenance free. 

Luigi is geared for the three to nine-year- 
old prevideo age market. His motions are 
controlled by four buttons that a child can 
use to make his arms and legs dance to the 
music. 

He is constructed of handcrafted wood 
by United Billiards with a solid-state tape 
cartridge player. Its dimensions are 22 
inches deep by 24 inches wide and stands 
67 inches high. This game weighs 175 
pounds and requires no assembly. 




Deuilish twist 

Pepper II may give you a devil of a time! 

Manufactured by Exidy, Pepper II is a 
colorful secret maze game where you con¬ 
trol Pepper, a character who is usually an 
angel but at times takes a devilish twist. 

Pepper explores four sides of a cube for 
hidden areas, leaving tracks resembling a 
zipper as he goes. Once he’s enclosed an 
area with tracks, a colorful pattern fills it in 
and points are awarded. 

During his voyage, Pepper must avoid 
Roaming Eyes as well as the Whipper- 
snapper, a bright crimson enemy who 
“unzips” any of Pepper’s tracks not fully 
enclosing an area. When Pepper encloses 
an area containing a pitchfork, he turns 
into a devil for a few seconds. At this point, 
he can capture the Roaming Eyes for 
points. The Whippersnapper still remains 
a deadly threat. 



Space attach 

Maneuver your spaceship in any direction 
and attack aliens with a continuous fire 
laser with Red Clash , a space action video 
game manufactured by Glak Associates 
and fully licensed by Terkan, the Japanese 
manufacturer. 

Red Clash features fives phases and 
continually changing graphics. The first 
phase is fast, the second phase has a hyper¬ 
space effect, and three more phases follow. 

The logic board is operator program¬ 
mable to adjust difficulty of play. The 
operator may also change bonus awards, 
select coinage, and set sound levels. 
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Ride ’em Kid 

UTEC Incorporated has introduced a new line of Mini Kiddie- 
Rides that are lower to the ground and designed with the safety 
of the younger children in mind. 

The small base size will take up a minimum of floor space and 
allows rides to be placed in areas where they were unable to fit in 
the past. 

Two Horses, an Elephant, and a Giraffe are available. These 
space-savers are a one-piece high-density polyethylene unit 
mounted on a fiberglass base. 




Slam, dunk! 

Air-Table-Hockey of Boulder, Colorado, announces the return 
of an arcade sport—the new Air-Table-Hockey unit. It has been 
designed by and for the players of the sport to assure the 
potential of this game. 

The table features a brown formica top for speed, player 
appeal, and problem-free operation; a white center-line for 
tournament play; an improved goal design; and superior quality 
mallets and pucks. This is the only air-table available which is 
approved by the U.S. Air-Hockey Players’ Association. 

Air-Table-Hockey is a new company begun by several 
players who have a long record organizing local, state, and 
national tournaments and promotions. Air-Table-Hockey will 
sponsor two national tournaments per year; the first is sched¬ 
uled for late August. 

In addition, the operator is offered promotional information, 
maintenance tips, official rules, and player newsletters. A series 
of exhibitions by professional players is also planned. 

Other features of the table include: automatic scoring; “game 
over” light; adjustable time limit; easy access to parts through 
doors on each end; and durable cabinet with sturdy H-frame leg 
construction. Its dimensions are 103 inches by 50 inches, and it 
weighs 450 pounds. 
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Aids to the Trade 


Invisible 

joints 



The Hustler, a new cue featuring an “invis¬ 
ible” joint, has been introduced by The 
Valley Company, Bay City, Michigan. 

This American-made cue has the appear¬ 
ance of Valley’s one-piece, four-prong 
cues, but is jointed for added convenience 
and ease of carrying. Where the shaft and 
butt are joined, the wood-to-wood connec¬ 
tion is virtually invisible, and the rigid joint 
is held in place by a brass screw-and-socket 
insert with 5/16-18 thread. In addition to 
the standard model, the Hustler is also 
available with nylon, leather, and linen 
wrappings. 

The Hustler has a shaft of hard, white 
selected maple, specially kiln-dried to pre¬ 
serve color and assure straightness. The 
butt is made of a variety of exotic South 
American and other imported hardwoods 
for added color and distinction. 

Careful selection of the butt woods and 
precision shaping make possible the 
natural weighting of the cues in a choice of 
light, medium, and heavy weights. The tips 
are green chrome genuine leather, and 
ferrules are made of a hard, dense fibre 
material. The bumper is resilient, non¬ 
marking rubber, and is exclusively 
designed by Valley. 

The Hustler as well as Valley’s complete 
line of one- and two-piece American-made 
cues are available through coin-machine 
operators, billiard supply dealers, sporting 
goods stores, or may be ordered in quan¬ 
tities by dialing the Valley cue Hot Line, 

1-800-248-CUES. 

Weighty 

matter 

Time is money and K-Tron Arizona Inc., 
has recently introduced the K-Coin Port¬ 
able Coin / Currency Counter & Weighing 
Scale for amusements and games, laundry, 
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banking, and retail applications. 

The scale features speed of counting, 
and therefore, increased security and port¬ 
ability—the scale can run off a battery or 
wall outlet and can be recharged from the 
wall outlet or cigarette lighter—chargers 
for both are included with the scale. In 
capacities of 6, 13, 33, and 66 pounds, the 
K-Coin has no mechanical parts to break 
down. 

Additional benefits are single coin, 
dollar bill, multiple coin, and token 
counting, so that counting can be done not 
only on routes, but at central counting 
facilities. Cashing out can be done quickly 
and accurately at individual teller stations 
or cash registers, in addition to counting 
rooms. For route operators, cash splits and 
bank deposits can be done directly from 
the route, decreasing lost time and increas¬ 
ing security. The scale features a coin 
accumulator, memory, and accuracy of 
+/- 1 coin in 2,000. 

The scale is also available in a remote 
readout form (especially for banks and 
permanent counting facilities). In addition, 
a heavy-duty plastic scoop is available as 
an option. 



For more information, contact George 
Mahon at K-Tron Arizona, Inc., 7955 E. 
Redfield Road, Scottsdale, Arizona 85260; 
phone 602/991-0990; telex 165034. 

Save damaged 
PCD's 

Pace’s PFP-30 Fused Eyeletting System 
permits field repair of damaged or missing 
plated-thru holes and terminals on PCB’s 
with factory quality. 

The PFP-30 is a system that permits 
installation of a variety of hot fused eyelets 
and funnelets for a broad range of setting 
conditions. It also eliminates the solder 
“blowout” problems associated with con¬ 


ventional eyeletting techniques. 

The PFP-30 is easy to set up and align 
precisely; it can be used in a vertical or 
horizontal position, and it has a long, deep 
reach for hard-to-get-at repairs. 

Pace’s Fused Eyeletting System includes: 
a fused eyeletting machine, tool kit, Cir- 
Kit (with pre-tinned/scored eyelets, TRAK 
PADS, etc.), and a heavy duty power 
source 



Pace’s PFP-30 is available from Pace 
representatives worldwide. More informa¬ 
tion may be obtained by contacting: Marc 
Siegel, Pace Incorporated, 9893 Brewers 
Court, Laurel, Maryland 20707; phone 
301/490-9860. 

Copper 

wick 

“Using the wrong desoldering braid can 
ruin a construction project or expensive 
piece of ham gear under repair,” said Lou 
Friedman, Chemtronics vice president. 
“That’s why we’re making Chem- Wik pro¬ 
fessional, mil-spec de-soldering braid 
available to the amateur operator and 
other electronics hobbyists.” 

Friedman said that bargain wicks can¬ 
not be trusted because some are coated 
with a corrosive flux which degrades cir¬ 
cuitry, causing problems with resistive 
joints and unwanted current paths down 
line. 

Chem-Wik is safer and more effective 
because it’s manufactured with pure 
copper braid, which permits the user to see 
the absorption of solder as it travels up the 
wick, the company said. 

Another characteristic of this wick is its 
pure rosin, water-white flux. This coating 
is completely free from halogens and cor¬ 
rosive chlorides which can leave harmful 
deposits on the work. The rosin is ultra- 
sonically applied to impregnate the wick 
with a perfectly uniform and smooth flux 
for more rapid and efficient wicking action. 
This results in minimal flux residue. 
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instant solder absorption with less heating 
of sensitive components. 

In fact, Chem-Wik is manufactured so 
that it meets strict military requirements 
and even NASA specs for desoldering 
braid used on equipment found in space¬ 
craft. 

Chem-Wik is available in five gauges: 
.025", .050", .075", .100", and .150" for all 
desoldering applications and in five-foot 
and economical 25, 50, and 100 foot 
lengths. 



Chem-Wik may be purchased at any 
authorized Chemtronics distributor. 
Details and the names of local distributors 
may be obtained directly from Chemtronics 
Inc., 681 Old Willets Path, Hauppauge, 
New York 11788, 800-645-5244. In New 
York 516-582-3322. 

Flameproof resistor 
line additions 

Seventeen new flameproof resistors have 
been added to the Sylvania ECG flame¬ 
proof resistor line available from the 
Distributor & Special Markets Division of 
Philips ECG Inc. 

The seventeen new types with the exist¬ 
ing one-quarter, one-half, one, two, five, 
ten, and twenty-five watt resistors bring 
the total number of available devices to 
1,039 individual types. 

The resistors are all one-half watt types 
with five percent tolerance. All additions 
have values under 1 ohm and are used 
extensively in wide varieties of semicon¬ 
ductor equipment. 

Sylvania ECG flameproof resistors are 
non-combustible because their metallic 
resistance element is sandwiched between 
an inner ceramic core and an outer ceramic 



coating. This construction also provides 
resistance to normal operating current 
despite variations in ambient temperature, 
humidity, or voltage. 

Sylvania ECG flameproof resistors can 
be used to replace carbon composition, 
carbon film, wirewound, metal film, and 
cermet film resistors. 

A brochure and information on Sylvania 
flameproof resistors and ECG semicon¬ 
ductors for entertainment, industrial, and 
commercial replacement applications may 
be obtained from Philips ECG distributors 
or Philips ECG Inc., 1025 Westminister 
Drive, Williamsport, Pennsylvania 17701. 

Talking 



A new Change-Mate 500 bill-changer fea¬ 
turing microprocessor programmability 
has been introduced by Gametecniks Divi¬ 
sion of Casino Technology Corp. 

The unit accepts U.S. currency bills in 
$1, $2, $5, $10, and $20 denominations and 
dispenses up to 10,000 quarter-size coins or 
even more tokens. 

The Change-Mate 500 provides solid- 
state reliability, human adaptability, and a 
wide range of revenue controls for absentee 
managers. 

For wall mounting, the heavy 14-gauge 
steel cabinet measures 30"H * 24"W * 12"D. 
A base stand is available for floor location. 
Change-Mate 500 operates on 110-125V, 
60 Hz. Servicing is simplified by the use of 
plug-in PC boards. 

Among its many standard features are 
anti-jackpot precautions, i.e. computer- 
controlled “time out” depending upon the 
number of coins to be dispensed and micro¬ 
processor control. 

Standard audit control features include 
diagnostic display, time/day readout, 
dollars accepted register, and the value of 
coins dispensed. An alarm system sounds a 
siren upon unauthorized intrusion and can 
notify arcade owners. 

A variety of options may be added to 


Change-Mate 500 at the factory or in the 
field to accomplish practically any human¬ 
like functions desired. 

Programmable dispensing provides 
fourteen time periods (AM/PM, seven 
days) for variable or bonus token distribu¬ 
tion. An electronic automatic alarm is 
capable of dialing up to two phone num¬ 
bers to deliver a warning message when the 
machine senses tampering or other service- 
connected problems. 

Automatic telephone audit information 
also is available. By dialing a special num¬ 
ber, the dispenser will tell the caller the 
value of bills accepted since its last clear¬ 
ance. The Change- Mate 500 even can be 
programmed to say “Thank You” to the 
customer. 

For additional information, contact 
Gametecniks Division, Casino Technology 
Corp., 10503 Delta Parkway, Schiller 
Park, Illinois 60176; phone: out-of-state 
toll free 1-800-323-6869, local 312-671- 
6700; attention Bill Avery. 

Rocker ond 
lever switches 

The Component Products Division of 
Industrial Electronic Engineers, Inc. (IEE), 
a manufacturer of displays in diverse tech¬ 
nologies switches announces the OTAX 
Line of rocker and lever switches. 

OTAX switches feature molded-in gold 
flashed terminals for increased life expec¬ 
tancy and high reliability. Other standard 
features include: fine silver contacts, indi¬ 
vidual contact springs, stainless steel 
frame, lever stop device, standard 0.2" 
terminal pitch, hollow tipped terminals, 
and a high torque bushing. They are avail¬ 
able in SPDT, DPDT, 3PDT, and 4PDT 
configurations with many combinations of 
alternate and momentary switching 
functions. 


OTAX Rocker and Lever Switches have 
a wide choice of actuators and terminals. 
They are UL listed for up to 250 VAC at 6 
Amps. OTAX switches are available from 
vour local IEE distributor. 

For further information, please contact 
your local IEE Distributor or IEE, 7740 
Lemona Avenue, Van Nuys, California 
91405; Lou Hronek, product manager. 
Component Products Division, (213) 787- 
0311, ext. 392. 
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CLASSIFIED 

ADVERTISING 


AUTO-TRIGGER 

continuous fir# action kit 

Tired of replacing fire button switches 
on your video gomes? With the 
simple installation of this kit, the 
player con hold fire button and gome 
fires automatically, increasing 
interest and revenue of older gomes. 

On gomes with two fire buttons, only 
ONE kit is required due to the double 
channel capability of the Auto-Trigger. 

For the economical price of $14. 95 , 
turn your gome into the 
money-maker it could be. 

For prompt shipment, send check or 
money order for $14. 95 to: 

AUTO-TRIGGER 

P.O. Box 248, Rescue, VA 23424 

(Virginia residents add 4% sales tax) 

For C.O.D. orders call: 804/357-6563 
Fully Warranted tor 60 days 
“SATISFACTION GUARANTEED” 


2708 

$3 

2716 

$4.25 

2532 

$7.50 

2564 

call 


EPROMS PROGRAMMED 

2708; 2716; 2532; 2732; 2564; 2764 

$10. 00 PER CHIP 
PROGRAMMING FEE 

Send us any EPROM or ROM and we 
will duplicate it for $10, plus the 
cost of the blank chip. You may supply 
blank or buy 

from us at the following rates: 


Software 

Development 

Available 


BOARDS REPAIRED 

Send us any video board, power supply, 
or TV monitor. It will be repaired and 
shipped out 

within 24 hours in most cases. 
(Carry in service available) 

GAMEROOM SERVICE 

We currently service many of the most 
successful gamerooms in the 
New York City, Long Island area 
Call for prices. 

GAMETEK SERVICE CO. INC. 

199-18 32nd Ave., Bayside, NY 11358 

(212)631-9242 
(800)221-9070 Toll Free 


ARE YOU TIRED OF JOYSTICK PROBLEMS? 
WE HAVE THE RIGHT JOYSTICK FOR YOU! 
WE MADE THE BEST JOYSTICK EVEN BETTER! 

Adapter for Midway PAC-MAN now available 

TRY OURS! NEWPORT Mod e,125 

The precision joystick with the positive feel # 

Play; in more cash/need less service calls 
Call or Write us TODAY for FAST SERVICE 

NEWPORT MACHINE DESIGN l> T 

P.O. Box 418, Bishop, CA 93514 NEWPORT ™ ae il25A 

(714)873-4431 (24 hrs.) Satisfaction Guaranteed! 
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For Sale: Star Castle $1100; Asteroids 
$1200; Berzerk $1200; Super Cobra 
$1200; Zero Hour $850; Space Invaders 
$500; Space Invaders Deluxe $600; 
Firepower $600; Armor Attack (like 
new) $800; Submarine $400; Space Wars 
$350; Qix (like new) $2000; Winterbrook 
Antique with cash payout $350 as is or 
$550 shopped. Call: D & P MUSIC 
COMPANY, 658 West Market St., 
York, PA 17405. 717/848-1846 


LOGIC BOARDS FOR SALE: (1) 

Nichibutsu 2 & 1 Rolling Crash $200; (1) 
Allied Stree Burners $75; (9) sets Midway 
Pac-Man Original game ROMS $50 ea; 
Kurz Kasch cards Rowe AMI original 
cost $410 NOW $205. For further 
information call Bruce at UPSTATE 
VENDING SERVICE, Box 1055, 331 
Main St., Lake Placid, NY 12946. Phone: 
518/523-2456 


DIGITAL INNOVATORS, INC. 


• Licensed PC Boards 

• Indestructable JOY STICKS made of aircraft aluminum 

• Power Supplies 

• Schematics and legal documentation provided 

• Unbeatable service 

DIGITAL INNOVATORS, INC. 

463 So. Washington Ave. 

Piscataway, New Jersey 08854 
201/968-0200 


THINK CONVERSION 


DISTRIBUTORS WANTED 

Utec Inc. a Manufacturer of Quality 
Kiddie Rides is seeking Distributors 
to Represent Our Line on an 
Exclusive Territory Basis. 

For Complete Information 
Write or Call 

ufecG 

UTEC INC. 

P.O. BOX 12530/2700 HIGHLAND AVENUE 
CINCINNATI, OHIO 45212 / (513) 531-2800 


NEW GAMES 
DEVELOPED 

TURN YOUR 
IDEAS INTO 
NEW GAMES! 

PROGRAM 
AUTOMATION, INC. 

385 Main St., Suite #2 
Metuchen, New Jersey 08840 

201/494-3330 


LOCATION READY 

30 DAY GUAR. ON LOGIC, T. V. & POWER SUPPLY 

PAC-MAN .$1895 ASTEROIDS.$645 

TEMPEST.1795 BERZERK.695 

SCRAMBLE.745 STAR CASTLE.495 

GALAXIAN.895 FROGGER.1595 

CENTIPEDE .1895 DEFENDER.1595 

SUPER duo SPECIAlW 

PAC-MAN & ASTEROIDS.$2350 


10% off all purchases of 5 games or more 
15% off all purchases of 10 games or more 




-t- 

Games 


UNLIMITED 


9059 VENICE BLVD., L.A., CA 90034 
WE SHIP ANYWHERE - (213) 836-5369/836-8920 
VISIT OUR SHOWROOM IN LOS ANGELES 


















QUICK CLEARANCE SALE! 
(all original manufacturers) 

Asteroids. 

. . . $895. 

Berzerk. 

_ 950. 

Star Castle. 

_ 595. 

Asteroids Deluxe. .. 

_ 800. 

Scramble. 

- 950. 

Galaxian (ct). 

_ 850. 

Asteroids (ct). 

_ 750. 

Moon Cresta (ct). . . 

_ 600. 

Tempest. 

. . .$1850. 

Defender. 

-1795. 

B & B VENDING 

1560 Edison, Dallas, TX 75207 

214/747-0041 


y//////y/////////////////////////////////////////////////////////////////////: | 


\ SUPER SUMMER SAVINGS! 

1 BUY TWO GAMES/GET ONE FREE!!!!! | 

\ BUY ANY 2 OF THESE. \ 

X ASTRO FIGHTER CT 

RED BARON 

\ ASTEROIDS 

RIP OFF l 

i ASTEROIDS DELUXE 

ROUTE 16 \ 

\ BERZERK 

SCRAMBLE \ 

j? BLACK HOLE 

SEA WITCH \ 

X BLACK KNIGHT 

SPACE ENCOUNTER ) 

| BLACKOUT 

SPACE FURY 4 

l CRAZY CLIMBER 

SPACE INVADERS \ 

% FIREPOWER 

SPACE INV. CT 2 

{ FLIGHT 2000 

SPACE PANIC \ 

X FOOTBALL 4-pl 

SPACE ZAP \ 

l GALAXIAN 

SPRINT II \ 

X G0RF 

STRAT0V0X ) 

% HAUNTED HOUSE 

SUPER COBRA \ 

i JUNGLE LORO 

TEMPEST j 

| MAKE TRAX 

TOMAHAWK 777 2 

\ MISSILE COMMAND 

TURTLES j 

X MISSILE COMM. CT 

VECTOR 

i OMEGA RACE 

VOLCANO 4 

l Q'X 

XENON S 

| RALLYX 

HYPERBALL 2 

.AND GET ONE OF THESE FREE ] 

i NUGENT 

BANDID0 j 

X P0KERIN0 

BREAKOUT | 

& SEA WOLF II 

CLOSE ENCOUNTERS i 

| SINBAD 

COSMIC GUERRILLA 

\ STAR RACE 

FLASH l 

i TARG 

GALAXY % 

X TRIDENT 

JOKER POKER 2 

} WHEELS II (as i.) 

KISS 4 

\ Purchase any 

2 from first list | 

X and get 1 from second list FREE i 

QUANTITIES ARE LIMITED | 

l Offer good on games ordered before 7/30/82 j 

7 ▲ ▲ 4 



flipper mcgee 
amusement company 

523 W. Cross, Ypsilanti, MI 48197 

313/487-9724 


\ 7 PHILADELPHIA 

) TOBOGGAN SKEEBALLS 

? with ticket dispensers 

) 

[ Four without ticket dispensers 
: LOST LEASE/MUST SELL!!! 
' 305/527-1875 (ask for Jason) 



HIGH COST OF NEW 
GAMES CUTTING INTO 
YOUR PROFITS? 

Why not convert dead pieces 
into new money makers for 
less than half the price! 

VIDEO CONVERSION KITS 

Easy to install...guaranteed! 
Also new & used games available 

Call in New York: 

SYSTEMS 

(516)842-3332 

Telex: 971443 


WILL TRADE! 


Trade your Pac-Man, Defender, 
or Monaco GP on any of the 
following new games: 

Robatron Rapjd F|re 

Zaxxon Looping 

Ms. Pac Man Dug 

Turbo Lady Bug 

Stargato Zaxxon 

Donkey Kong Donkey Ko „ B c/t 

Centipede M s. Pac-Man c/t 

The P '* Jack the Giant 

Jack the Giant Ki H er c/t 

Killer 


N.J. 201/729-6171 


ll•ll•ll•ll•ll•ll•ll•ll•ll•ll•ll•ll•ll•ll•ll•ll•ll•ll 

COCKTAIL TABLES 

Largest supply of Amercian 

games in the south. 


(Midway) Gologd . 

.$2295 

(Nintendo) Donkey Kong . . . . 

..2145 

(Gremlin) FrO gger . 

..1845 

(Dynamo) LiV Hustler . 

..1745 

(Midway) Omega Race . 

.,1595 

(Midway) Gorf . 

..1295 

(stern) Scramble . 

..1295 

(Midway) GalttXittll . 

... 995 

REILLEY ELECTRONICS 

2046 Bramblewood, Atlanta, GA 30329 

404/320-1112 

»H*ll*H*ll*ll*ll*tl«ll*ll«ll*ll*ll*IH 



SUPER COBRA 
OR 

SCRAMBLE 

FINISHED? 

THEN WHY NOT CONVERT IT 
CHEAPLY TO A 
WINNER! 

A BRAND NEW GAME FOR 

$ 550 °° 

INCLUDING HEADER BOARD. ETC. 

BOARD REQUIRED AT OUR WORKSHOP 

EAGLE CONVERSIONS 

25 Eagle St..Bldg. "5 
PROVIDENCE, Rl 02908 
(401)751-5438 
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WOODGRAIN VIDEO CABINETS 
ARCADE, CABARET, COCKTAIL 
All accept 19" monitors 
OUR DESIGN OR YOURS 
Quantity & Price Negotiable 

NELSON’S CUSTOM 
CABINETS 

7800 Industrial Street 
W. Melbourne, FLA 32901 

DAYS: (305)723-6500 
NIGHTS: (305)777-1770 


WANT TO BUY 

used SkeeBalls 

Call Play Meter Magazine 504/838-8025 
and they will give you my number. 


VIDEO SALE 

All in Excellent Condition 

Phoenix.$161 

Pleides.15( 

Venture.16( 

Armor Attack.16( 

Red Baron.15( 

Crazy Climber.15( 

Lunar Rescue.10( 

(419)473-3676 

Toledo, Ohio 


ORDER 

NOWUjil 


(NEW!) 




^9 *9 
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> & INCREASE *N 

YOUR PAC-MAN ( 

PROFITS! 

Aprons .$6 ea., min. 1 dozen 

License Plates .95C ea., 

min. 1 gross (144) 

Bumper stickers .(15-500) $1.25 ea. 

min. 1 dozen 
(501-5000) 75C ea. 


4* 




PAC-MAN © BALLY/MIDWAY TM Of BALLY/MIDWAY Mfg. CO. 


New items arriving too fast to advertise! 


SHIPTO:_ 

Aprons 

Street- pjjteT 

city_state_zip_ Sticker 

Phone( )__ 

TERMS: Check with order or send C.O.D. 

Please make checks payable to: 

Amusement Marketing Concepts, Ltd. 

P. O. BOX 3002 
Springfield, Mass. 01101 

Contact us now to order or for free brochure 
use this form or call (413) 781-1220. 



Quantity 

Unit Price 

Total Price 

Aprons 




Plates 




Stickers 




Subtotal 
Postage & Hand. 

Total 



TOTAL 

POST. & HAND. 

$15-30 

$3.95 

$31-75 

6.75 

$75 + 

7.75 


ARCADE & 
BAR-B-0 
APRONS! 

For cash or 
for cooking! i 

Color on / 
V Sturdy Cloth! / 



• • $ 

- V / 
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AVAILABLE: MANUALS & SCHE¬ 
MATICS for any electronic pinball. Also 
some videos. Call: 212/458-5005. 


Make Your Own Game 

Complete Cabinet & Electronics 
Already Assembled 

All you do is add your 
P C. Board and Plug-In 

FEATURES 


Cabinet: Full Length Upright 

Monitor: Wells Gardiner 19" Color 

Harness: Adjustable Soder Free 

Fits any regular P C. Board 
Front Panel: All W1CO Parts & Lever 
Decor: Cabinet has silkscreened sides 

Many styles of cosmetics 
Latest Header Board available: 

Full Price: $1150°° 

WE KNOW HOW TO DEAL 

EAGLE CONVERSIONS 

25 EAGLE STREET 
PROVIDENCE, RI 02908 
(401)751-5438 


SCHOOL FOR 
ELECTRONIC GAMES 

Two-week course covers video and pins. 
By Schematics! Our 11th year! CAL’S 
COIN COLLEGE, P.O. Box 810, 
Nicoma Park, OK 73066. 405/769-5343 


VIDEO GAME 
LOGIC BOARDS 
LONG LIST 

Fabco International, Inc. 

104 Applewood Dr., Suite ‘A’ 
Longwood, Florida 32750 

305/831-0399 


SUMMER SPECIAL 

Atari ASTEROIDS.$995 

MISSILE COMMAND . $ 1195 

F O B. New Jersey 

FLAG COIN MACHINE C0RP. 

532 New Brunswick Ave., Fords, NJ 08863 

201 / 738-7171 


vv WVVV V V V V V V V V V V V V • 

— "Ph'Hl -"WbUft--Whuff 

BUY GAMES FROM FRANK (< THE CRANK” 


BUY GAMES FROM “THE CRANK’ 


Missile Command.$1250. 

Luncar Lander. 500. 

Super Breakout. 300. 

Armor Attack . 995. 

Space Wars.375. 

Star Castle.995. 

Astro Blaster. 1395. 

Astro Fighter. 995. 

Carnival . 1295. 

Moon Cresta. 995. 

Pulsar. 1095. 

Space Firebird. 1195. 

Galaxian. 1295. 

Gorf. 1495. 

Sea Wolf II.500. 

Space Invaders.795. 

Space Invaders tD.iu*e> .... 895. 

Defender . 1895. 

Astro Invader. 995. 

Berzerk.$1295. 

Scramble. 1395. 

The End. 1095. 


Barrier.$ 345 . 

Crazy Climber. 1495. 

Lunar Rescue . 995 . 

Polaris. 995 . 

Stratovox. 995 . 

Magical Spot.895. 

Asteroids. 1395. 

Asteroids (D«iux.). 1295. 

Tomahawk. 1095. 

Football. 300. 

Super Cobra. 1445. 

PINBALLS 

Hercules.$895, 

Fireball II . 895. 

Flash Gordon. 995 . 

Skate Ball.875. 

Viking. 850. 

Xenon. 1100 . 

Black Knight. 995 . 

Fire Power. 745 . 

Pharaoh. 1100 . 

Pinballs.$250 & up 


LARGE INVENTORY OR OLDER PINS (CALL FOR LIST) 


DAC Bill Changer (complete with base). 

1/3 Deposit—Balance on Delivery 


. $ 1000 .°° 


r ALPHA-OMEGA SALES COMPANY J- 

Office #3 Coral Street, Edison, New Jersey 08837 

( 201 ) 738-1800 - 


LIST OF PINBALL GAME CHIPS— 

look up the GAME ROMs by the part # 
or, look up the games alphabetically to 
find respective game ROMs. Over 100 
PINS listed from 1/77 — 12/81. Price 
Only $5. 95 . One Year/$15.°o (3 new lists 
per year). TECH SALES CENTER, 
2400 Whittier St., Rahway, NJ 07065 
201/499-0636 _ 

FOR SALE: Asteroids $995; Eagle $975; 
Pleides $995; Phoenix $1095; Vanguard 
$1045; Spectar $850; Astro Blaster 
$1150; Astro Fighter $850; Gorf $1395; 
Rally X $1095; Astro Invader $825; 
Berzerk $1195; Scramble $1195; Super 
Cobra $1275; Quazar $895; Crazy 
Climber $995; Cosmic Avenger $1045; 
Space Panic $845; Magical Spot $595; 
PINBALL: Future Spa; Silver Ball; 
Globe Trotter; Magic; Solar Ride; Genie. 
All pins $295. PLAYMETER ENTER¬ 
PRISES, NY. NY 212/851-8844 

FOR SALE: USED $ BILL CHANGERS 

Factory reconditioned trade-ins & some 
floor demos available. Reason-able 
prices. Bulk & Coin Magazine Models. 
Call: 800/227-8427. M.M.I., P.O. Box 
10951, Palo Alto, CA 94303 

AVAILABLE”: Experienced Digital 
Pinball and Video Game Technician for 
Central Florida. Full, Part time or 
contract. Call: 904/629-9791” 


need new cabinets? 

We manufacture formica’ed 
Galaxian-style cabinets & 
cabaret-style cabinets 
Quantity 

*"24.$275 each 

25 or more.$250 each 

100 or more .. . .call for quote 

F.O.B. LONG ISLAND , N.Y. 
Complete with cut-outs 
and interior braces 
Also available: metal hardware, 
cash box doors, & control panels. 

SYSTEMS (516)842-3332 

Telex: 971443 


TOP EARNINGS! 

Video Game Sale 
Brand New/Factory Fresh 
VIDEO & PINBALL 
Low, Low Prices 

For Example: 

MR. & MRS. PAC-MANS2095. 

MS. PAC-MAN.$2485. 

ZAXXON .$2525. 

JAD0N ENTERPRISES 

418 Dove Tree Mall, 42nd & Center 
Omaha, Nebraska 68105 

402/346-8858 
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IT S TIME C 0 % 
TO SAVE 


MONEY!!!! 


ATARI 

ASTEROIDS. $750. 

ASTEROIDS DELUXE . 800. 

BATTLEZONE.550. 

BATTLEZONE MINI. 500. 

MISSILE COMMAND. 800. 


CINEMATRONICS 

STAR CASTLE. $600. 

RIP OFF. 500. 

ARMOR ATTACK.1000. 


MIDWAY 

PAC-MAN. $2395. 

GALAXIAN . 800. 

GORF.1200. 

KICK MAN.2000. 

BASKETBALL . 300. 

STERN 

SCRAMBLE.$1395. 

BERZERK .1295. 




GREMLIN ^ W 

ASTRO BLASTER.$1200. 

CARNIVAL. 500. 

MOON CRESTA. 600. 

SPACE FIREBIRD. 600. 

ASTRO FIGHTER. 800. 

FROGGER.2000. 

WILLIAMS 

DEFENDER .$1600. 

DECO 

TOMAHAWK 777 . $500. 


r > 


PACKAGE DEALS AVAILABLE!!! 
1/3 Deposit.C.O.D. + shipping 

* All Games Location Ready 

* Large Inventory of pinballs & 
cigarette machines at small prices!!! 


CALL: PHIL 

WATKINS CIGARETTE SERVICE 

230 N. 48th Ave. Suite #1, Phoenix, AZ 85043 

602/278-5596 
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WHOLESALE GAMES 
FROM COAST TO COAST 


NEW! MS. PAC-MAN/ „ 


• PAC-MAN ’ 

• CENTIPEDE 

• TEMPEST 

• DONKEY KONG 

• FROGGER 

• VANGUARD 

• ELIMINATOR 

• OMEGA RACE 



CEE 


Computer Earning Games, inc 

51 Monroe St., 18th Floor. 

P-O. Box 1687 Rockville, MD 20850 


FOR SALE: Omega Race $1475; Wizard 
of Wor $1295; Bosconian $1650; Omega 
Race (sit down) $1875; Gorf $1350; Kick 
Man $1925; Galaxian $1295; Strategy 
$1295; Berzerk $1075; Amidar $1725; 
Defender $1595; Tempest $1975; 
Asteroids Deluxe $1050; Missile 
Command (cocktail) $1095; Solar Quest 
$1350; Star Castle $1025; Qix $1625; 
Colony 7 $1125; Locomotion $1775; 
Venture $1095; Mouse Trap $1695; 
Space Odyssey $1395; Super Moon 
Cresta $1495; 005 $1825; Mini Monaco 
GP $1795; Space Fury $1395; Frogger 
$1925; Route 16 $1050; Vanguard $1275; 
Black Hole $1325; Haunted House 
$1595; Vector (with $1 bill accepter) 
$1395; Elektra $1125; Eight Ball Deluxe 
$1125; Pharaoh $1025; FLOOR 
SAMPLES: (call for prices); Space Duel 
(upright & cocktail); Alpine Ski; The Pit; 
Centipede; Hyperball. Call or Write: 
NEW ORLEANS NOVELTY CO., 3030 
No. Arnoult Rd., Metairie, LA 70002. 
Tel: 504/888-3500 



CALL COLLECT FOR SPECIAL PRICES - 201-926-0700 
Cocktails & Uprights 


Donkey Kong Poc-Mon Asteroid 

Naughty Doy Ms. Poc-Mon Vanguards 

Amador Centipedes ^Odyssey 

Qlx Tempests Space Fury 

Frogger Storgote Omega Race 

Galago 

UNITED STATES AMUSEMENTS INC 

2 WEST NORTHFIELD RD. LIVINGSTON, Nil 07039 

CALL COLLECT 201-926-0700 


Asteroid 

Vanguards 

Pleides 

Space Odyssey 
Space Fury 
Omega Race 


Phoenix 

Scramble 

Hustler 

Galaxian 

Defenders 

Make Trax 




WIZARD 

ELECTRONICS 


manufactures an incredible 

convertible video game_ 

100's of games in one! 
Now featuring the top game 
"Lady Bug" plus many more 
copyright-safe games. 
Universal wiring makes a 
changeout easy-in 20 minutes 
replace computer board, 
controls panel and top 
marquee panel provided by 
the Wizards for a fraction of 
the cost of a new game! 
Available in upright, cocktail 
or tabletop. All models are 
constructed of solid wood and 
feature the highest rated 
color monitors and heavy- 
duty power supplies to lost 
through many change-outs. 
Gome is NEVER OBSOLETE! 

RETAIL $2695. 
LEASING PLAN AVAILABLE!!!! 
Coll: 702/877-0582 

or write for brochure 

WIZARD MARKETING 

0140 Polaris, Suite #22 
Los Vegas, Nevada 69102 

Dealer Inquiries Invited 
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HOT LINE 

LOCATION READY USED VIDEOS 


ATARI 

ASTEROIDS . $995. 

ASTEROIDS (c/t) . 695. 

ASTEROIDS (mini) . 945. 

MISSILE COMMAND (c/t) . 695. 

BATTLEZONE (mini) . 695. 

LUNAR LANDER (u/r) . 395. 

SPRINT II . 395. 

SUPER BREAKOUT (u/r) . 295. 

STARSHIP I . 295. 


MIDWAY 

SPACE INVADERS (u/r) . $495. 

SEA WOLF II . 395. 

EXIDY 

SPECTOR (u/r) . $995. 

CINEMA TRONICS 
SPACE WARS (u/r) . $295. 


WE HAVE HUNDREDS OF OTHER USED GAMES AND 
“NEW-IN-THE-CARTON” CLOSE OUT SPECIALS!! 

TERMS: $200 deposit/Balance shipped C.O.D. 

ONE OF THE LARGEST INVENTORIES ACROSS THE COUNTRY 
A T BARGAIN PRICES FOR IMMEDIA TE DELIVERY!! 


AFFILIATE OFFICE: 
1537 W. Alameda Ave. 
Denver , Colorado 80223 
(303)777-3500 
1-800-525-2703 


THE GfllTlE EXCHANGE 

313 Neilston St. Columbus, Ohio 43215 
Ohio (614)221-3416 
K 1-800-848-0110 


AFFILIATE OFFICE: 
1701 Spring St. 
Smyrna, Georgia 30080 
(404)435-0802 
1-800-241-1877 


llllllllllllllllllllllllllllllllllllllllllllllllllllllll■lllllllllllllllllllllllllllllllllll■l 
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Locations through¬ 
out the United 
States. Videos and 
Pinballs always avail¬ 
able at good prices 
from our chain of 
game rooms! 


-lOO®® 


FOR SALE/RECONDITIONED 

Turbo (sit down).3400. 

Turbo (upright).3000. 

Zaxxon.2300. 

Ms. Pac-Man.$2300. 

Stargate.2300. 

Donkey Kong (Nintendo)... .2100. 

Centipede.2200. 

Tempest.2200. 

Galaga.2200. 

Frenzy.2200. 

Streaker .2100. 

Naughty Boy.2100. 

Rapid Fire.2100. 

Looping.2000. 

The Pit.2000. 

Jack the Giant Killer. 1900. 

Thief. 1900. 

Frogger. 1900. 

Lady Bug.1700. 

Pac-Man. 1900. 

Defender.1900. 

Qix.1800. 

Omega Race..1800. 

Monaco GP (sit down).1800. 

Monaco GP (mini).1600. 

Asteroids.1000. 

Missile Command.1000. 

Galaxian.1000. 

Black Hole.1500. 

Space Invaders. 500. 



$400. 

Star Trek 


$300. 

Kiss 


Mata Hari 

Genie 

$500. 

8 Ball 

Hot Hand 

Meteor 

Strikes & Spares 

Head On 

Gorgar 

2 pi Football 

Nat'l Crown 
800 (cig) 
Countdown 



NEW CLOSEOUTS 


Solar Quest. 

-$1200. 

Phoenix (CT). 

.1200. 

Vanguard . 

.1300. 

Challenge. 

.1300. 

Astro Lazer (CT) .... 

. 500. 

Space Ranger (CT).. . 

. 500. 

Moon Lander (CT). . . . 

. 500. 

Clay Shoot (CT). 

. 500. 


7j£\ UmA (Ju\ 

Chowboat Wtlibu I Castle I 

guijr naxjim' I \mcm*mo wtu l 

MALIBU FUN CENTERS ’i 


Call or Write 
for Sales List: 

Sue Spellman 
Malibu Grand Prix 
21300 Califa Street 
Woodland Hills, CA 
91367 

(213) 703-0022 


UP YOURS!!! 

Up your income, that is! Sell your pieces that have made 
the rounds. Buy the used games that your stops haven’t 
had yet. Send $30. 00 for 12 months of 

TRADE-A-GAME 

P.O. Box 266, Great River, New York 11739 


DON’T BUY ANYWHERE 


UNTIL YOU COMPARE!! 


LiV Hustler . 

.5/995 

Mouse Trap . 

. $1895 

Wizard of Wor . 

..1695 

Spectar . 

. 1295 

Football (2 pi) . 

...495 

Eagle . 

. 1095 

Baseball . 

...495 

Phoenix . 

. 1595 

Basketball . 

. . .495 

Vanguard . 

. 1595 

Venture . 

. .1495 

Locomotion . 

. 2150 

Moon Shuttle . 

..1395 

Bit . 

. 2150 

Crazy Climber . 

..1095 

D-Day . 

. 2150 

Phantom 800 . 

...800 

Defender . 

. 1995 

Haunted House . 

..1995 

Astro Blaster . 

. 1795 

Black Hole . 

..1995 

Solar Quest . 

. 1595 

8-Ball Deluxe . 

..1595 

Galaxian . 

. 1295 

Kickman (ct) . 

. .2195 

Scramble . 

. 1495 

Asteroids Deluxe (ct) 

..1095 

Super Cobra . 

. 1595 

The End (ct) . 

..1295 

Asteroids Deluxe ... 

. 1495 

Scramble (ct) . 

..1095 

Battlezone . 

.995 

Midway Sp. Invaders Deluxe (ct) . . 

.... 895 

Sky Raider . 

. 695 

Nichibutsu Moon Base Deluxe (ct) . 

. . .495 

Pleides . 

. 1595 

Spectar (ct) . 

... 995 



Special ARDAC $1 & $5 bill changer 


. $2195 

Special DYNAMO Model 37 pool table . 

. $1095 

SPECIAL PRICE ON BELITA 






N.J. 201/729-6171 


COUNTER 

MANUAL: $395.°° 
ELECTRIC: $495.°° 


PLAY MORE GAMES DISTRIBUTING, INC. 

1121 East Seminary Drive, Ft. Worth, Texas 76115 
817/429-7705 

U.S. WATS 800/433-2908 TX WAT r , 800/772-2703 

TELEX: 732-561 TELESERV (Dallas) 
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FOR INFORMATION: 
CALI THE OPERATOR 



Question: Do you think you, as the buyer, have a 
right to use speed-up kits in your games? 


will give him some fun out of the thing butquickerso 
that he is not tying up the machine. I think it is unfair if 
they (manufacturers) say it is a copyright infringement. 


Norris Hillstad, UNOMAC Service Inc., Santa Monica, 
California 

I think I should have that right because I am paying 
almost $3,000 for a piece of equipment. If I can make it 
play better and make more money than what they 
built it to begin with, I should have the right to do it. 

Patents are fine if a person copies the whole 
machine. For a person to change something for his 
own benefit—if he bought it—he can't throw away a 
$3,000 machine and buy a new one. 

Every machine is built to be a challenge until they 
figure it out. The only way they can get a better 
challenge is by speeding it up or by making definite 
changes in the pattern. Speeding it up just makes a 
minor change really. 

Gordon McClellan, Pine Ridge Service Inc., Bemidji, 
Minnesota 

Yes. Because it's not changing the original aspects 
of the game. It's not converting a different type of 
game to that same type of game, so it's not infringing 
upon copyrights. 

Jerry Crook, Care Dist. Inc., Indian Rocks Beach, 
Florida 

Yes I do. 

After a while, kids start beating the games to death. 
If they play it for long periods of time, they end up 
tying up a $2,500 machine for ten, fifteen, twenty 
minutes on one quarter. You don't make any money 
on that machine. 

Speed-up kits let the novice player play his first few 
minutes so he has fun; and the experienced guy, it 


Ron Lee, Leco Vending Co., Chester, Pennsylvania 
I believe that when we purchase the equipment 
we should have the ability to modify the software to 
our advantage—whether it's speed-up kits or any 
other type of minor modifications. It would increase 
the revenue in general for the whole industry. 

The manufacturers are not making them available; 
we have no other recourse. I believe it's only a matter 
of time before this issue will be put to bed once and 
for all through the courts. 

Ronnie Cazel, Ronnie's Amusement Service Co., 
Wichita, Kansas 

When you buy the game, I would assume it would 
be yours anymore than if I had an automobile and 
bought it from Chevrolet and I decided I wanted to 
put Ford wheels on it or jack it up high or slant it up or 
slant it down. It's mine. 

I ought to be able todo what I wanttodo with it. It's 
hard to mention copyright to an operator because he 
really doesn't understand. He understands it on music 
that he can't change. But it also seems that with music 
a guy doesn't always play it the same way as it was 
originally written. 

A pinball machine, I would assume, in the older 
days had a copyright. We didn't change them too 
much. We did add flippers at some time or the other 
or a third top bumper. In the early days we changed it 
around. Of course, no one said anything to us. 

I've traded off a 76 automobile. If the other guy 
wanted to put Ford fenders on it or something, that's 
his. He ought to be able to do what he wants to do 
with it. • 
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FLY INTO DANCER AND SUSPENSE 


You saw the prototype 
in Chicago 


Superb 


DATA EAST INC 


470 Gianni Street • Santa Clara, CA 95050 U.S.A 
Telephone: (408) 727-4490 
Toll Free: 1-800-538-5129 


NEXT NO. 1 
GAME ON THE 
MARKET! 


■■■■■■■■ 


COPYRIGHT 1982 BY DATA EAST CORP ALL RIGHTS RESERVED 
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Mow Good A/ewd 






A VIDEO ORIGINAL—EARNS GREAT 

REACTOR... trapped inside the pulsing core... smashing 
the atomic enemies... escaping the vortex. 

Totally new with dazzling graphics and sound. 


D. Gottlieb & Co. 165 W. Lake St. Northlake, IL60164 (312)562-7400 
Toll-free Service Hotline: (800)323-9121 In Illinois: (800) 942-1620 
A Columbia Pictures Industries Company 







